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Editorial 

It’s been a slow Summer for 
the PlayStation. Few really 
great games are released 
during the sunny season, and 
there aren’t many in the 
pipeline, but what few there 
are look like being real 
corkers. Check out 
Carmageddon and Le Mans, 
which are shaping up to be 
two of the hottest drivers since 
Gran Turismo. 

Although the world is waiting 
for PlayStation 2, the 
machine’s backwards 
compatibility means 
developers will carry on 
developing for the good old 
PSX for years to come. There’s 
no cause for concern; most 
Summers are slow. The future 
for our favourite console still 
looks very rosy indeed. 

Ian Osborne 
EPM Editor 


REGULARS 

Signals.6 

Tokyo Game Show action 




Expected.14 

The latest racer from Eutechnyx... 

X-Rated.26 

The only reviews you can trust 

X-Rated Import.64 

The only import reviews you can trust 

X-Rated Platinum.70 

Sub-twenty quid corkers 

Feature: Strate^ Games.72 

For people who like to use their brains 

Tips & Cheats.80 

More of the usual high-standard help 

Exchange.86 

Come on, get those letters in. 

Stuff.88 

Bit’s ‘n’ pieces ‘n’ stuff, like 

Subs & Back Issues.90 

Come on, get ‘em while they’re hot 

Directory Enquiries.92 

A big long list of games and scores 

Next Issue.98 

You know you want it 


How we rate 
the games • •• 


90-100% 

A near-perfect classic; outstanding 
example of its genre. 

80-89% 

Not quite top-of-the-league, but 
great fun nonetheless. 

70-79% 

still not a bad game, but 
considerable room for improvement. 

60-69% 

Significant flaws creeping in - think 
carefully before buying. 


50-59% 

Decidedly average 
home about. 


nothing to write 


30-49% 

Hardly any fun to be had here. 
Definitely not worth buying. 

0-29% 

Disastrous - you won’t want to play it 
twice. 


EPIVI gets an 
exclusive first luok 
at the latest build 
of this Death Race 
BOOO-influenced 
driving bloadbath. 
Find the hit-and-run 
action on Page 1G 
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After months of hanging 
around on import. Ridge 

E icer Tgpe 4 finallg 

uches^owvn PAL-Stgle. 
FiiliWBB Bp^p .racinq at its 


platinum 


Cool Boarders 2 . 
Heart of Darkness 


import 


If, like us, you 
love fa blow 
things up, 
you’re going ■* 
fo Love R-Type 
Delta. Check' 
out Page 29 
for the full UK 
review. 



































POCKET 

STATIOIM 

DELAYS EXPECTED 

Japan snaps up all stock ' 

T he UK release of Sony’s forthcoming PocketStation, 

released on 23rd January in japan, seems set to be ^ 

delayed. Although expected around july/August, high- 
er-than-expected levels of demand in japan has caused , 

stock shortages, pushing back its European launch. 

The PocketStation fits into the PSX memory cart port, 
and acts as a pocket games console as well as a standard 
memory card. It can also download games from standard 
PlayStation CDs; for example. Street 
Fighter Alpha 3, reviewed this issue, 
allows you to download and train 
your favourite character, teaching 
him new moves and also to fight an 
opponent’s PocketStation SFA3 fight¬ 
er via the machine’s infra-red link-up 
mode. Final Fantasy Vlll lets you 
grow and develop chocobos, and 
with Ridge Racer Type 4 you can use 
the PocketStation to upgrade your 
cars and then reload them into the 
game. Stand-alone games, working 
independently of the CD’s main 
game, will also be catered for. 

As stated in earlier issues, the 
PocketStation also contains a stop¬ 
watch, diary and personal organis¬ 
er and can be used as a remote 
control unit for several standard 
electrical devices. 


SOIMY BLOW 

A FUSE 



THE IXIAIVIE’S 

BOIXID... 

Another 007 game comes to the PSX 

lectronic Arts are to release a second James Bond title licensed from MGM 
Studios. The game, based on the forthcoming film The World Is Not Enough, 
will follow Tomorrow Never Dies, due for release this Summer. 

The World Is Not Enough is to be a 3D first-person offering - the PC game uses the 

Quake 3 engine - and will fea¬ 
ture several action sequences 
taken from the film, including 
a boat chase and a battle 
around an Mis building. 

The movie, starring Pierce 
Brosnan as 007, opens in 
November. No release date 
has yet been set for the film. 




Short Fuse about to blow 


I n 2032 the evil Zoltan 
Fleet, led by E’Be, invade 
Earth and you must trav¬ 
el time to stop them... 

So starts the forthcoming 
Short Fuses, an action 
adventure developed by 
Eighth Wonder and pub¬ 
lished by Sony. To succeed 
you must find eight Earth Globes scattered through time, 
solving the usual arcade adventure puzzles on the way. 

The developers offer an example of the puzzles 
involved. You’re surrounded by baddies which you can 
temporarily freeze, but your only escape route is a blocked 
door opened by a pressure switch. Stand on it, and the 
door opens. Step off it and it closes again before you can 
use it. How do you escape? Anyone who’s played an RPG 
before knows you must freeze a baddie and place it on the 
pressure switch - this puzzle is only slightly less cliched 
than bridging a hole with a plank or using a torch in a dark 
room, but if the general level of puzzles is better, this 
could still be a winner. 



i 
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THE BUGS 

ARE BACK... 

Centipede gets pos makeover 

B uilding on the current craze for all things retro, Hasbro 
Interactive are working on a 90s update of that old Atari 
classic Centipede. The 90s version features 3D gameplay, 
classic and real-time options and 30 levels set across six differ¬ 
ent worlds. Up to four players can compete using a Multi Tap. 

As the star of the show, you must defend your village against 
an onslaught of centipedes and other creatures, such as scorpi¬ 
ons, ants and even fleas. Using your custom-built anti-cen- 
"tipede fighter, you must fight your way to the centipede temple, 
saving stranded villagers along the way. Finally, you must take 
on the Queen 
Centipede and put a 
stop to her bug- 
inspired badness 
for once and for all. 

No in-game 
screenshots are 
available yet, but 
judging by the art¬ 
work here, it’s cer¬ 
tainly going to be 
colourful. 



lUipBput 

IVIAKIIM’ IVIUSIC AGAIIM 

Top artists signed for game 

T he third offering in Psygnosis’ critically-acclaimed WipEout 
series, always famed for its cool dance music backing 
tracks, will again feature top bands and artists. Most are 
yet to be confirmed, but a deal with top DJ and producer Sasha 
has already been struck. 

“WipEout was the first great racer on the PlayStation and 
helped cement the marriage of club culture and videogames”, 
says Psygnosis’ Glen O’Connell. “The deal with Sasha will see 
him producing exclusive tracks for WipEout 3 as well as work¬ 
ing with several international guest acts for the project”. 

Psygnosis are also planning a European club tour with Sasha 
and other leading artists, expect further information soon. 


POCKET IVIAIXJAGEIVIEIMT 

Codemasters are to release a foot¬ 
ball management game licensed 
from the League Managers’ 
Association. The game has yet to be 
named, but features an intuitive 
icon-based interface. 

While most features are under wraps, 
the title is certain to make use of the 
forthcoming PocketStation add-on, 
downloading team data to the unit 
and competing with other 
PocketStation-based players via its 
infra-red capacity. Team data is then 
updated, and can be reloaded into 
the original game. No release date 
has been set, but it’s expected 
towards the end of the year. 

SUPERIVIAlXi SEIMSATIOIXi 

Titus Software are working on The 
Animated Adventures of Superman. 
The game will offer 3D exploration 
action using a third-person perspec¬ 
tive, much like Tomb Raider, and 
contain around 16 levels. It’s pen¬ 
cilled in for a June release, but this 
seems likely to slip. 

RAYIVIAIXI 3 FOR PSX S 

Ubi Soft have confirmed that after 
their forthcoming Rayman 2 title on 
the PSX, the inevitable Rayman 3 
will be produced for the PlayStation 
2. According to Yves Guillemot, Ubi 
Soft’s President, “Ubi Soft is plan¬ 
ning a third title in the Rayman 
series, targeted to launch at the 
same time as the cartoon [the 
Rayman TV series covered last issue] 
at the end of the year 2000. The 
game will appear on several formats, 
including PlayStation 2” He went on 
to say the Sony PSX successor may 
also be targeted at the family mar¬ 
ket. “We’ll probably do kids’ titles 
for PlayStation 2, because we think 
[the PSX 2] will be for all the family”. 

PRIIMCE IMASEEM DELAYED 

The release of Codemasters’ Prince 
Naseem Boxing has been put back 
for three months to allow additional 
development time. This will be used 
to enhance the controls, making 
them much more intuitive, extend 
the range of moves and make the 
animations more realistic. This, they 
argue, will add depth to the game- 
play, allowing more subtle strate¬ 
gies to be pursued. 

“Realism is what we’re striving 
for”, said Richard Darling, 
Codemasters’ Director of Games 
Design. “Although it’s more impres¬ 
sive than any previous boxing 
game, we found the actions some¬ 
what limiting. We believe the 
PlayStation can handle a more 
refined approach”. 

Prince Naseem Boxing will now 
appear in the Autumn. 

MUCHD MALADY 

Mucho, the forthcoming 3D puzzler 
from Titus announced last issue, is 
currently on hold. The NTSC version 
of the game is complete and goes 
on sale in japan soon, but Titus have 
yet to decide whether to convert it 
to UK PAL format. 



eXistenZ - the daring new organic 
game system which, when down¬ 
loaded into humans, accesses 
their central nervous systems 
transporting them into an alter¬ 
nate reality. These are the 
videogames of the future, games 
which adapt themselves accord¬ 
ing to how they’re played. You 
have to play the game to find out 
why you’re playing the game... 
The latest film from director 
David Cronenberg (Videodrome, 
The Thing, Crash), eXistenZ is 
set in a near-future society 
where videogames designers 
are worshipped like rock stars. 
One such developer is Allegra 
Geller Qennifer jason Leigh) 
whose games tap so deeply into 
the subconscious the fine line 
between reality and escapism is 
blurred. Not everyone appreci¬ 
ates her efforts - an 
antieXistenZialist (!) protester 
wielding a weapon that uses 
human teeth as ammo attacks, 
damaging the game-pod. Along 
with security guard Ted Pikul 
Qude Law), Allegra flees 
through the world she has 
invented, where nothing is as it 
seems and the game’s villains 
become real... 

eXistenZ premieres at the Berlin 
Film Festival, after which it gets 
a worldwide cinema release. 
Knowing David Cronenberg, it 
will probably be 18-rated, 
to celebrate the film’s release, 
we have five prize packs, each 
containing a T-shirt, CD sound¬ 
track, official poster, an eXistenZ 
novel and some stickers. To be in 
with a chance of winning, just 
answer this simple question: 

• Who directed eXistenZ? 

Answers on a postcard to: 
Warped eXistenZ Competition, 
extreme PlayStation, 

22 Strand Street, 

Poole, Dorset BH15 iSB. 

Entries arriving after 20th May 
will enter an alternate reality... 
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MEET THE 
TEAM 


M ore madcap goings-on 
in the EPM offices. 
What have the team 
been up to this month, apart 
from playing games, arriving 
late and moaning? 


Ian’s personal habits are dis¬ 
gusting. If he isn’t farting, he’s 
picking his nose. Soon after this 
was taken, our photographer 
had to duck as an enormous 
bogey came flying his way... 


Ever camera-shy, Russell tried to 
get out of having his picture 
taken by shining a laser pointer 
at the lens. As you can see, it 
didn’t work - It just made him 
look a bigger berk than usual... 


And Claire? She spent the entire 
month on the phone, as per 
usual. Funny thing Is, she never 
seems to say very much on it - 
she just listens. Perhaps she’s 
ringing kinky 0898 numbers... 


SOIMY 5TUIVG BY ASA 

Sony have come under fire from the 
Advertising Standards Authority. 
The ‘test results’ mail-out sent to 
those on the PlayStation mailing 
list was designed to look like a 
hospital report, provoking furious 
reactions from recipients who were 
expecting for genuine medical 
Information. The ASA labelled the 
campaign one of the ten most 
offensive of last year. 

Gremlin also came in for criticism 
over its Actua Soccer 3 blooded fists 
ad, and Interplay’s Wild 9 promo¬ 
tion, featuring severed thumbs, was 
also condemned. 

DllXiO CRISIS READY TO ROAR 

Capcom are working on a new 
game called Dino Crisis, an arcade 
adventure featuring Resident Evil- 
style gameplay. 

Featuring an ‘unrivalled level of 
detail’, every room Is intricately 
designed. Capcom have also refined 
Resident Evil’s camera system, 
offering a film-like experience. The 
player must tackle evil creatures 
and object-based puzzles as he 
penetrates a top-secret research 
base believed (wrongly) to be 
deserted and hunts an evil scientist 
once believed killed. 

Dino Crisis hits the streets this win¬ 
ter - be prepared. 



IVAMCO PLAM A FOURTH 
TEKKEIM GAME FOR PSX 

Namco are currently developing a 
fourth title In the Tekken series - 
not Tekken 4, but Tekken Tag. The 
new game features enhanced 
graphics, and is rumoured to 
include Tekken 2 characters who 
didn’t make the third tournament. 
Tekken Tag will appear in the 
arcades first, taking advantage of 
Namco’s System 15 niotherboard. 
The coin-op is scheduled for a 
Summer release in japan, with a 
PlayStation conversion to follow. A 
PlayStation 2 version also seems 
likely, hopefully featuring graphics 
like those seen in the PSX 2 promo¬ 
tional video. 

SIXIOW JOKE... 

Yet another snowboarding game is 
to be released on the PlayStation, 
this time from Capcom. Trick ‘N’ 
Snow Boarder features four modes 
of play, one- and two-player options, 
an editor and hidden characters. For 
such a minority sport, snowboarding 
gets incredible coverage on the PSX. 
When will it all end? 



BAD DRIVERS 

GT seek terrible roadhogs 

A re you sick of the way people drive? Ever wondered how 
some idiots manage to pass their test? Now’s the chance 
to get your own back with GT Interactive’s Driver Hotline. 
GT’s forthcoming PlayStation game Driver lets you drive like 
a maniac without endangering life and limb, but in an effort to 
stamp out such practices in the real world, they’re launching a 
national competition to find the worst drivers in the country. If 
you see a spectacularly 
bad piece of driving, call 
their Driver Hotline on 
0181948 0626 and report 
it, leaving your name and 
number. How they’re 
going to judge the com¬ 
petition is anyone’s 
guess, but the winner 
gets a PlayStation and a 
copy of Driver... 




THE LEGEIXID COIMTIIMUES... 

RPG from Wild Arms team 

C ontrail, developers of Wild Arms, are working on another 
RPG, again to be published by Sony. Legend of Legaia 
received good reviews in America, and is set to hit these 
shores some time in the summer. 

Beginning with the creation of the world, the gods 
allowed humans to better themselves by giving them Seru, 
creatures which combined with Homo Sapiens to enhance 
their natural abilities and 
give them special powers. 

Alas, the Mist arrived. No 
one knows from where It 
came, but it turns Seru Into 
bloodthirsty monsters. 

Using a special sort of Seru 
called the Ra-Seru, which 
are apparently immune to 
the Mist, you must restore 
the balance of nature and 
allow human and Seru to 
co-exist once more. 
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HIGH FU 

TARGETS PLAY9E/ 


S ummer playthings don’t 
get much simpler than 
this. Bandai’s Stomp 
Rockets are fired into the sky 
using air power, not by pumping 
up an air tank and pressing a 
button or via some costly 
device involving compressed air 
canisters, but simply by jump¬ 
ing on a bulb. 

The bulb is attached to a long, 
thin tube, on which sits the 
rocket, jumping on it forces air 
through the tube and sends 
the rocket hurtling towards 
the clouds. If you think this 
sounds ridiculously underpow¬ 
ered and weak, think again - 
Stomp Rockets can fly up to 
400 feet. Try spraying WD 40 
on the tube for even more 
impressive results. 

Each Stomp Rocket set comes 
with three rockets, which can 
be upgraded with parachutes, 
sold separately. You can also 
buy extra rockets, just in case 
you lose one over your neigh¬ 
bour’s hedge. 

The Stomp Rocket costs a mere 
£11.99, 3nd should be in your 
shops now. 


Infogrames* Harrier sim takes tW^e 

W e’ve more information on Infogrames’ forthcoming Eagle 
One Harrier Attack, an airborne arcade action thriller in 
which you, as a US Marine pilot, must recapture five 
Hawaiian islands taken by terror^ts. 

The game is mission-based, with tasks including mid-air res¬ 
cues, liberating towns, flying through active volcanoes and steal¬ 
ing then flying top secret ‘Black Project’ superplanes and heli¬ 
copters. Although the game is basically a flight sim, its intuitive _ 

controls make it accessible even to newcomers. There are three y 

differing flight models, ranging from Easy to Expert, ensuring 
everyone is catered for. As well as the expected single-player 
game, th^re> a two-player dogfighting rr^de and even a two- 
plaier co-operative option. Eagle OnexHarrier Attack hits the 
shewes in September - watch the skies. 


Thanks to those awfully-nice Bandai bods, we’ve got five Stomp Rockets to 
give away. To stand a chance of winning, just answer this simple question: 


• What was the name of 
the rocket which took Neil 
Armstrong and Buzz Aldrin 
to the moon? 


Answers on a postcard to: 
Rocket Power Competition, 
extreme PlayStation, 

22 Strand Street, 

Poole, Dorset BH15 iSB 


Entries which arrive after 
20th May will be blasted 
into outer space. 


extreme PlayStation • May 1999 9 




















PLAYSTATIOIM S 

IT’S LOaKIIMG GOOD... 



Following last month*s feature on the PlayStation 2 , Sony have 
released more detailed images showing what their forthcoming 
machine can do. Nice, aren*t they? 






IVIAY THE FORCE BE WITH YOU fAGAIIXI] 

New PSX Star Wars games licensed from the forthcoming movie... 


U nless you live on a desert island with no 
contact with the rest of humanity (in which 
case, how did you get hold of this copy of 
EPM?), you know there’s a new Star Wars film in 
the pipeline. Unsurprisingly, there are also to be 
PlayStation games based on the film. Activision 
have two in preparation; Star Wars: Episode 1, The 
Phantom Menace, and Star Wars: Episode 1, Racer. 

The Phantom Menace follows closely the plot 
of the film, though various sub-plots take you 
beyond its narrative. Beginning as two heroic 
Jedi Knights board a Trade Federation Ship orbit¬ 


ing the planet Naboo, you explore territories in 
the Star Wars universe such as Tatooine and 
Galactic capital Coruscant. Playing as Obi-Wan 
Kenobi (much younger than we remember him 
from the earlier Star Wars films), you battle your 
way through the game using mind force, a 
blaster and (of course) the ubiquitous 
lightsaber. You also get to play Kenobi’s mentor 
Qui-Gon Jinn and Queen Amidala. 

There are hundreds of characters to meet, 
including Anakin Skywalker, Luke’s father who 
eventually becomes Darth Vader. Some will be 


familiar to fans of the films, others are com¬ 
pletely new. 

Racer is a futuristic driving game based on the 
podrace from the new film. Controlling one of 20 
characters, you race at speeds of up to 600 mph 
through eight spectacular worlds. Watch out for 
methane lakes, Tusken Raider assaults, anti¬ 
gravity tunnels and more. 

Star Wars: Episode 1, Racer features over 20 
tracks, 3D environments and sound effects and 
soundtracks taken directly from the film. It’s 
expected this Autumn. 
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MADE IIM JAPAIM 

There's some great games in the pipeline from Japan, and they were 
all showcased at the recent Tokyo Games Show. JVC’s Aldan M inter 
was there, and he sent us a full report... 


W ith the recent announcement of PlayStation 
2 still ringing in everybody’s ears, it was dis¬ 
appointing that the machine and any of the 
superb demos displaying the console’s power were 
absent from the recent Tokyo Games Show, with 
Sony choosing to demo to executives by strict 
appointment only. Sony’s stand was unusual in that 
it showcased only a handful of PlayStation products 
as well as the PocketStation peripheral. Two of 
Sony’s new games, Parappa the Rappa 2 and Omega 
Boost, generated the most interest. Developed by 
Polyphony Digital Inc, developers of Gran Turismo, 
Omega Boost is a blend of jaleco’s old shooter 
Brahma Force released by JVC last year and 
Armoured Core, although comparing it like this does 
it no justice at all; some of the 3D elements within 
Omega Boost are simply outstanding, pushing the 
machine’s 32-bit capacity to the max. 

Huge crowds gathered for the Parappa the Rappa 
2 music show, featuring the band Milk Can, while 
inside the Sony stand gamers were trying out the 
sequel which had a waiting time of about half an 
hour before any of the 25 machines were free. 

Namco was at the show in force with a huge stand 
displaying a multitude of games, including Soul 
Calibur and Ace Combat 3 Electrosphere, which had 
in excess of 40 screens showing gameplay and intro 
footage. Namco has chosen to use a story-based 
slant to the title, with a Manga-inspired intro to 
match. Although visually stunning to look at, it suf¬ 
fers the same from basic gameplay of the first two 
games -1 found it fairly easy to complete the demo 

mission without 
a losing a life or 
suffering dam¬ 
age. Arguably the 
best feature of 
the game is the 
missile effects as 
they streak from 
your plane to 
their target. The 
other new feature 
is being able to 
choose from 
three different 
companies to fly 
for, much like the 
facility incorpo¬ 
rated in R4 where 
you choose rac¬ 
ing teams. The 





updated radar and head-up display and its very 
playable nature make for a very solid game. Rumour 
has it the top coin-op Crazy Taxi will make an 
appearance on PlayStation 2. The game’s free-roam¬ 
ing environment and choice of four different drivers 
with varying skills sees you in command of a taxi 
getting passengers to destinations in the quickest 
possible time. Needless to say, lane discipline goes 
out the window as your taxi cab rams its way 
through the city. 

Top of the Pops? 

Taito has recently signed a deal with JVC, and the 
Covent Garden-based publisher is due to release 
Pop ‘n’ Pop in the Summer, a puzzle variant similar 
to the Bust-A-Move series from Acclaim. 

Capcom held many people captivated with the 
forthcoming Dino Crisis, developed by the Resident 
Evil team. It takes the movie-inspired format further 
by including a range of vicious dinosaurs such as 
the raptor and T-Rex. It’s bound to be a sure-fire hit 
in Europe for Virgin Interactive, who have signed the 
title. Capcom kept beat-’em-up fans happy with 
Street Fighter Zero 3, which had some cool new 
moves and combination attacks, not to mention a 
host of new characters! Marvel Vs Capcom had a 
tournament event played on a 25ft screen, again 
displaying some powerhouse moves. 

Konami had the busiest stand at the show with its 
range of rhythm-based ‘Benami ‘ product such as 
Dance Dance Revolution and Drum Mania, and also 
Guitar Freaks, which saw people putting their air gui¬ 
tar skills and Richie Sambora impersonations into 
tragic effect. Silent Hill backed up the PlayStation 
product line-up as did add-on discs for Beatmania. 

Bandai had fishing fans catered for with its 
PlayStation title Bass Rise, developed by 
Megabass General Baits Inc. It uses the new reel 
and spool peripheral with on-screen indi¬ 
cators for line tension and length. 

Fishing games are currently an untested 
genre for PlayStation owners, but JVC 
also have an angling title on the way. 

Fish Eyes gives the player a unique view 
from the fishes’ perspective. 

Electronic Arts had a small stand at the 
show, with a ban on photography of Over 
Drivin’ 4 (Need for Speed 4). The title 
boasts some impressive new cars such as 
Porsche 911, BMW M5 series and the 
Mercedes SLK. Tracks are longer and the 
Al of other road traffic is better. The pur¬ 
suit element is still included and this time 
sees Porsche 911 cop cars in order to keep 
pace with the likes of the top marque cars. 



WHAT ARE JVC UP TO? 



JVC has some key titles in 
the pipeline for the 
PlayStation, two of which 
are developed in house, 
with negotiations currently 
under way with Japanese 
developers on other titles. 
‘With the European market 
getting so competitive, it’s 
important we continue to 
establish JVC with a series 
of publishing and develop¬ 
ment deals that increases 
our output into 1999 and 
beyond’, says Product 
Manager Aidan Minter. ‘We 
are currently taking the first 
few steps into PlayStation 2 
development with Wing 
Over 3 , working closely with 
our developer Pack In 
Video, and hope to have 
one of the best flight sims 
for that format for the 
Millennium’. 
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Insider info on future games,,. 



R egular readers know thel 

Due to centuries of neglect ar^ 
underwent cataclysmic climactic ch^ 
ed, causing floods in low-lying areas; rivers ^ 
banks, oceans breached coastal defences and ne^ 
sumed entire cities. The inevitable tidal waves, causecH 
break-up of polar glaciers, wreaked havoc all 
over the globe. Civilisation as we know it is 
not destroyed, but is severely threatened. 

it took centuries, but eventually the 
waters began to subside. Land reclaimed 
itself from the seas, and because of the 
devastating changes that had befell the 
planet, entire oceans dried up, leaving 
crusty sea beds strewn with decaying aquatic 
creatures. For the scattered remnants of civilisation, 
the struggle for life continued. A new world, new soci¬ 
ety and violent new motor racing sports... 

360: Three Sixty is basically a futuristic driving game, but 
with an added combative element. As you drfve one of the eight 
vehicles on offer (look out for the two hidden ones too) across 
12 tracks spread over four worlds, you pick up weapons to hin¬ 
der your opponents’ progress. Needless to say, they can do the 
same to you too. After each worlds’ three tracks there’s a 
deathmatch arena where^u battle it out with your foes, your 
weaponry depending,^how you did in the races, and there’s a 
hidden jungle arej^imon by completing the game. But how 
does it all hanj^gether? Let’s ask developers Smart Dog... 


iring for the Environment... 

“Th^l^lisher gave us a rough idea of what they wanted”, 
saj^^evelopment Manager John Turpin. “Natural environments 
ind unusual vehicles, not just a standard hi-tech world. The 
main plan was to reflect a world in decay, but with some evi¬ 
dence of civilisation remaining - we had to keep the buildings 
to a minimum. The battle arenas were added to give the 
game a mix of racing and combat styles”. 

The vehicles, designed by Mfke Woods, certainly 
are unusual. As well as handling differently, they’re 
also vastly different in appearance. For once, their vari¬ 
ations aren’t limited to liveries and a few minor fea¬ 
tures. The terrains make a vast difference to the 
: way they handle too. The cars aren’t like modern 
hovercraft- their hover system has more in common 
with Harrier jump jets, but cannot be directly com¬ 
pared to anything we have th the 20th Century. According to 
Chief Artist Ashley Routledge, “Going over different terrains 
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In a future world decimated by global warming 
nants of mankind do for kicks? Cryo tbit 


DEVELOPER 

Smart Dog 


RELEASED 

26th June ’99 


PUBLISHER 

Cryo UK 


EBXtrErne PlayStation • May 1999 



























I 








ts the handling 
lect the air flow 


le 


IN THE MOOD 


Jessica Williams produced 
the front-end graphics for 
the game. “I wanted to make 
them atmospheric”, she 
said. “All menus have a mov¬ 
ing stripe across the middle 
___ to give a 


feeling of 

_ speed”. 

"S As well as 

V V ^ ends, 

I M Jessica 

together a 
series 

IHHIHHI ‘mood 

boards’, 

collages of images similar to 
those used for the game 
worlds. When an artist was 
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John Coelho & 
Ian Tomkins 
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Cam Ghana 


M^DkotitlDra 
pp^^r-up toe. 
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Mike Woods 
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Propulsion is lost”. 0 BvidWi^?*|liWlf 3 erTne groi 
greater this effect. One things the craft do have in cdl 
hovercraft is their cornering. It’s possible to turn them t 1 
360° (hence the title) without changing their direc¬ 
tion. Thus you can rotate as you approach a turn 
and power out with the thrusters when you reach It 
- a whole new approach to driving is needed. 

As well as your standard cannon, there are 13 
different weapons to be collected by driving over 
the necessary icons. These range from missiles and 
cluster bombs to shields and the inevitable mines. 

All are designed for close-quarter combat - why should some¬ 
one from the back of the pack take out a racer half a lap in front 
of him or even the leader just because he won the correct 
weapon? Also, while they hamper a player by slowing him 
down, they’re never disastrous, ruining his race. 

Ice, Ice Baby. 

Tom DIcken is responsible for designing the Ice World. “The best 
thing about its arena”, he said, “is that it’s dark. It offers a lot of 
hiding places”. The tracks themselves took around a month 
each. All are completely different - none share sections of track. 

Joel Rowney’s Water and Sea Bed worlds were originally pro¬ 
posed by Cryo. The ideas expanded as the game developed. 
There are around 15,000 polygons per track, and 3,000 per frame. 
“The climate has changed dramatically”, he offers, “leading to 
flooding in some areas and the oceans drying In others”. Indeed, 
as you race along the dried-up sea bed, you pass a decomposing 
whale’s carcass at one point. You can almost smell it. 

Ashley Routledge did the hidden jungle Arena. Here you 
fight It out with all your regular foes plus a new. Improved 


wn 

tures. As It flo"^ 
part”, said Kam, “wa^ 
the lava. It has to look realTS 
and you play a price, in terms of s 

Of course, the artwork and environm^ 
without gameplay, and that’s where programn^ 
and Ian Tomkins come in. They’ve spent a lot of time^ 
the game and getting it up to speed. The opponents’ Al avol? 
the pre-determined track approach, where enemies cling to the 
racing like as if they were on a Scalextric track. Instead they 
look ahead at where they can move, and then decide where they 
want to go - just like a human player. The game also features 
‘grudge Al’, where focusing your attacks on one 
opponent makes him more aggressive towards you. 
360: Three Sixty hits the shelves at the end 
of June. With so many racers on the mar¬ 
ket it’s great to see someone doing 
something different with the genre, and 
EPM certainly look forward to seeing the 
finished game. 


Tom Dickon 


MAKIN’ MUSIC. 

Gerard Gourley’s the man responsible for the in¬ 
game music, which Cryo are considering market¬ 
ing as an audio CD. “I wanted to make it very 
organic”, he offered. “Lots of weird sounds and 
very heavy on the bass”. Each track is tailor- 
made for the world it accompanies too. For 

example, the 
Jungle Arena is 
backed by a suit¬ 
ably jungle track. 
There are nine in¬ 
game audio 
tracks in all, and 
another for the 
front end. 
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Carmageddon is one of the most eagerly-awaited PSX game this 
Summer, and we*re the first to play it! How has it changed since issue 
15*s interview with the developers? Check out our exclusive preview,,. 



C armageddon has come a long way 
since Ian went along to the SCi stu¬ 
dios for a sneak preview a few 
months back. It’s still got a long way to 
go, but from our exclusive look at the 
first fully-playable version of 
Carmageddon we can already testify that 
this Death Race 2000-influenced motor 
mash really is shaping up to be a hit. 

Instead of using the best levels from 
the smash-hit PC Carmageddon games, 
SCi have now decided the PlayStation 
version will have use the best elements 
overall. This means PSX Carmageddon is 
going to be a whole new game, and not 
simply a pic-’n’-mix port. SCI have creat¬ 
ed a stunning 30 brand-new tracks 
spread out over ten different environ¬ 
ments. We use the term ‘tracks’ loosely, 
though, as unlike many other racing 
games, you’re not confined to the limits 
of a narrow road. You can go anywhere 
within a level, even on to rooftops. You’re 
not going to find many zombies on the 
actual track either, so you have to explore 
the whole of a level If you want to commit 
as much hit-and-run action as possible. 
One new feature we’re glad to see is the 
zombies now have red blood instead of 
green. Of course this still doesn’t make it 
as fun as mowing down OAPs and twenty- 
somethings, but the tabloid-reading 
moral majority (surely ‘vocal minority’ - 
Ed) fear that this will turn us all into 
speed-crazed, road-raged maniacs. Well, 
there were no other stories that week. 


Ian Impressed!? 

Although Ian was Impressed with what he 
saw when he bunked off for the day and 
went up for tea, biscuits and lots of crazy 
bonkers fun at the SCi offices, this latest 
version has taken Carmageddon a stage 
further by improving everything from the 
tracks and handling to the characters and 
visuals. The game now looks and feels 
much more solid and the car handling has 
been greatly improved. There’s still room 
for improvement, though (especially the 
turning circle, lads), but SCi have got it in 
hand so by the time the finished version 
hits the shelves the spectacular exagger¬ 
ated realism (?) of the driving engine 
should be firmly in place. It’s running at a 
good 30 frames a second, though, so no 
Improvements needed here. 

The cars themselves are looking more 
polished too, and we got to see some 
highly amusing new cars that were not 
in the code last time we looked. The 
most outlandish has to be the car based 
on the Citroen 2CV with a lawnmower 
attached to the front. Watching this clas¬ 
sic piece of automobile history mowing 
down hundreds of zombie fodder is one 
of the most surreal sights in the game. 
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CARMAGEDDON WORLD. 


There will be ten different 
environments with three 
tracks each in the PSX ver¬ 
sion of Carmageddon as 
well as several bonus levels. 
Here’s a quick run down of 
those ten main areas.. 


.lUNGLE/AZTEC 


Speaks for itself 

really, but watch out for the special 
underground area. 


The single-player modes of Carmageddon 
are nearly in place, and although we 
haven’t seen the multiplayer modes yet, 
they promise to be something special. 
What could be more fun than mowing 
down zombies in a high speed carnage- 
I filled race? Mowing down zombies in a 
L high-speed carnage-filled race with a 
^ mate. That’s what. 

It’s not simply a case of a straight- 
V forward single-player and multiplay¬ 
er game, though. There are various 
different racing options that should keep 
those with or without game-playing 
friends happy. The Checkpoint Stampede 
Mode takes the game down to bare 
bones racing. Well sort off. The last car 
through each checkpoint gets taken out 
of the equation. It couldn’t just be 
friendly, could it? The Car Crusher Mode 
is more 


SKI RESORT 


Mountain Roads, bobsleigh runs, 
icy lake and even a ski jump. You 
get the picture. 


TWIN SHRIEKS 


Um, a quiet Canadian town. Hmm. 


MANGA 


A futuristic night-time city brimming 
with technology and plenty of neon 
illumination. 


of a deathmatch where you have 
to get five kills on each of your oppo¬ 
nents. Fox ‘N’ Hounds is a game of tag. 
Luckily, though, not the naked off- 
ground tag favoured by certain members 
of the Extreme team. The Driven To 
Destruction Mode simply asks you to 
destroy all your opponents by crashing 
straight into them in a ‘chicken’-style 
race. Carnage Accumulator sets you a 
target amotint of zombtes to kill. Sudden 
Death is basically the same as 
Checkpoint Stampede and Terminal Tag 
is Fox ‘N’ Hounds with more serious con¬ 
sequences. That little lot should be 
enough to keep even the mlfTORand- 
ing gamer hai^y. ^ f 

Believe The Hype 

Although Carma^don wouldn’t be 
CarmagedWon if it had real weapon^, 

SCI have ensured there are plenty of 
pick-ups to help out in your search for 
the ultimate zombie death. Anything 
from a basic Turbo and Zombie Glue to a 
devastating (and satisfying) Electro Ray 
and Invulnerability can be collected. 

The odds aren’t all in your favour 
though - the other cars have access to 
all these pick-ups too. 

Besides the obvious thrill of mowing 
down hundreds of zombies, 
Carmageddon is also shaping up to be 
an exciting and involving driving game. 
It’s certainly improved since the last 
time anyone at extreme laid eyes on it, 
and if SCi can keep it up, Carmageddon 
could easily be a hit on merit and not 
purely on the hype that surrounds it. 
Let’s hope so. 


RALLY 


A quaint English countryside 
scene. Filled with zombies and 
automobile-related death. Lovely. 


A proper 

track with crossovers and 
pedestrian bridges. Zombie specta¬ 
tors won’t know what’s hit them. 


THEME PARK 


Oh if only it wasn’t zombies. Then 
we could all run over day-tripping 
families in the medieval castle, 
maze and stunt track. 


An arid desert landscape with all 
the trappings of a sun drenched 
Arizona wasteland. 


GRAVEYARD 


A house influenced by the film The 
Shining, a cemetery and a drive- 
thru crypt make up _ 
this spooky area. 
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PUBLISHER 

Infogrames 

DEVELOPER 

Eutechnyx 

RELEASED 

11th June '99 


Le Mans 


Could you race for 24 hours, non-stop, in the ul 
of endurance? Let*s look at four teams who think th 


T he time h near. On 12th and 13th of June the bestSriWs in tfie^orld 
take to the track once more for the Le Mans 24 Hoyr^ndurance^race, 
the tougheiimotoring event on the woHd. Thanks to tutedhnyjf, We 
can race jt^oo - Le Mans 24 Hours hits the shelves just before the b% race, 


CHAMBERUIN ENGINEERING. 


D riving Vipers bought from the Oreca team, the Chamberlain 
Engineering squad came 5th and 7th in the GT2 category (t9th 
and 21st overall) in last year’s race. Led by ex-policeman Hugh 
Chamberlain, the team have been racing at Le Mans since 19^ using 
Spices, Lotuses and Jaguars bef<^ moving on to Vipers in 19^! 


and gives you the chance to take on one of 48 cars covering 23 teams. 
They’re looking good too - check out these pics of the real Le lyians cars 
and compare them to the in-game graphics and hl-res renders in this out¬ 
line of fouj of the finest Le Mans teams to come out of the UK... 

LISTER... 


T he Lister teaml|erQ surprisingly absent from last year’s iej 
Mans. Organisers^ ACO refused the team entry to the track' 
during pre-qualifying, arguing alterations made to the Lister 
Storm GTL iB made it a completely different car to the road ver¬ 
sion, Which made it illegal in the GTi and GT2 categories. They 
also argued passing the exhausts through the cockpit broke the 
rules. Lister boss Laurence Pearce disagreed, and a compromise 
could <^t be reached. They’re back thisyear, though, with one of 
the most recognisable liveries in motorsport. 






T he GT Competition team are fast. They should be - they use 
McLaren Fis. Winneis^^in the GTi category in 1997, they thus 
automatically qualified last year. Althou^ less successful In 
1998, they leading car (number^ 40, the red ahd White one) man¬ 
aged a highly resj^ctable fourth, tifiough the second failed 
ish. They’re 


MARCOS.. 


M arcos celebrate their 40th anniversary this year. The 
company, founded in 0^59 by Jem Marsh and Frank 
Costin (the name Marcos Is taken from the first syllables 
of their surnames), could tala the GT2 category by storm in 
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PUBLISHER 

Titus 


A mazingly for a PlayStation beat- 
’em-up. Evil Zone features only one 
attack button. Before you turn the 
page in disgust, Evil Zone is actually 
shaping up to be a very playable and in- 
depth fighting experience. The fighting 
system is based on special moves acti¬ 
vated by joypad movements in combina¬ 
tion with the single attack button. The 
move that occurs depends on the dis¬ 
tance from your opponent you’re stand¬ 
ing, so there’s plenty of different attacks 
to pull off. Using just one attack and one 
defence button makes the 
gameplay simplistic at first, 
but a hidden layer of depth is 
promised that should keep 
you hooked for months. And 
from what we’ve played on 
the preview version, it 
looks as though Evil Zone 
could keep this promise. 

The 3D action all looks 
extremely solid at this 
stage. The animation is fast 
and smooth and the action 
response time far out-does 
anything Tekken 3 can 
offer. This makes for some 
extremely fast and frantic 
combat action straight out 
of the Street Fighter book. 

The characters and story are all 
Manga in style, so expect plenty of 
tough little japanese girls to take on 
mystical Samurai and supernatural 
forces. The character line-up is one of 
the strongest we’ve seen on a beat-’em- 
up. Each player has several outfits and 
an array of basic and special moves that 
should put the latest Street Fighter 
games to shame. Evil Zone also has an 
energy charge system that can be used 
to gain even more potent special 
attacks. Holding the attack button 
charges up your health bar, and once at 
the top you gain a crystal. You can col¬ 
lect up to three crystals, which can then 
be used to blow your opponent away 
with some incredibly spectacular moves. 

Evil Zone’s a 3D beat-’em-up with lots 
in common with Street Fighter, nowhere 
near as anal as the Tekken series and a 
top set of characters to boot. The game 
to put Titus on the PlayStation map? 
Maybe, just maybe. 


DEV EL OPER 

Future Media Creators Yukes 


RELEASED 

June ’99 


L 



PUBLISHER DEVELOPER RELEASED 

Sony CEE Poliphony Digital Inc. Summer ’99 


The developers behind 
Gran Turismo turn their 
hand to a shoot-*em-up,„ 


Omega 

Boost 



W ith Gran Turismo firmly established as the 

PlayStation’s leading racing game and a superb 
sounding sequel arriving shortly, Poliphony Digital 
Inc. are now trying to sew up the shoot-’em-up genre. 
There’s some stiff competition out there, though, with R- 
Type Delta and the soon-to-be-converted jap smash shoot- 
’em-up Einhander. 

From what we’ve seen so 
far. Omega Boost looks as 
though it’s in with a chance. 
The highly polished full-3D 
worlds don’t keep your Mech- 
style warrior ship on rails like 
the aforementioned games, 
for a start. This means you 
have a full 3D arena in which 
the action takes place. In style, then, it’s more Colony Wars 
than R-Type, but unlike Colony Wars, the action is fast- 
paced and frantic enough to make Omega Boost a shoot- 
’em-up and not a Space Opera-style game. 

From the version we laid eyes on, the visuals are certain¬ 
ly up to those of the graphically-respected Colony Wars 
series. The enemy ships are imaginative and some of the 
massive space stations we witnessed are a sight to be 
seen, especially when they are in the early stages of being 
blown to pieces. 

The shoot-’em-up 
genre has been largely 
overlooked of late, but 
Omega Boost looks set to 
put this straight. And 
with a company like 
Poliphony behind it, you 
know it’s going to be 
something special. 
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PUBLISHER 

Virgin 


DEVELOPER 

Tecmo 


RELEASED 

7th May ’99 



Decepliian 



P repare yourself for some blood-cur¬ 
dling RPG action with this one, as 
it’s not your usual pretty and 
colourful adventure where you play a lit¬ 
tle cartoon-like character who has to 
cast the odd spell and talk to as many 
people as you can. 

The storyline is very dark. A long time 
ago, humans were uncivilised and lived 
in complete chaos, that is until the 
Timeoids arrived to restore order. Not 
long after they arrived the humans sud¬ 
denly began to get greedy and revolted. 
They started to murder the Timeoids. So 
now it’s your turn to get some revenge 
by killing some humans yourself. 

You play the daughter of Yocal, who is 
a Timeoid. However, 
for some reason 
you’re in fact a 
human girl. King 
Eclypse has ordered 
that you are the 
chosen one who 
must destroy the 
humans and. 


against your mother’s better judgement, 
your slaying begins in a castle. 

You kill the humans by setting traps in 
whichever particular room you’re in. You 
can choose from a ceiling, floor or wall 
trap but you must entice the enemy into 
it. Some of the traps can be gases, oth¬ 
ers can be bombs or arrows that shoot 
out of the walls and to say the outcome 
is very gory is an understatement. 

The storyline and the graphics in this 
game are rather dark, but quite impres¬ 
sive at this early stage. It’s certainly an 
RPG with a difference; in fact it’s quite 
scary the further you progress, by the 
looks of it. Find out more when we 
review it in an up-and-coming issue. 




Um Jammer Lammy 


PUBLISHER DEVELOPER RELEASED 

Sony CEE Sony Japan July ’99 


Dig those groovy tunes, man,.. 




I t’s back, only it’s minus 
PaRappa The Rappa 
this time. But hey, 
that’s okay, because we 
have another paper-thin 
artist instead called Um 
jammer Lammy - oh, and 
she plays the guitar. 

A sequel to PaRappa the 
Rappa has been on the 
cards for quite a while 
now. In this latest helping 
we have a whole new cast; 
a fresh bunch of faces. 
However, some things 
remain the same, like the 
2D characters and the 
bold, in-yer-face back¬ 
grounds. The new lead 
band member is Lammy 
herself, though, rather 
than that canine we saw 
last time around. 

The principles of the 
game are generally the same as before; press the appropriate 
buttons at the right time as displayed conveniently on the 
screen and you’re-away. Your performance is graded as you 
play, and if you’re worse than awful then you shy away with 
embarrassment and have to start all over again. An extra-new 
feature is two-player mode where you and a friend can have a 
strummingly good battle instead of the usual beating each 
other up you get in fighting games. 

From the preview version it looks like we’re in for a treat when 
Summer finally arrives, as Um jammer Lammy doesn’t stray 
from its original good points; instead it just has more. Hoorah! 
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IMo Fear 



IVIauntiain Biking 

Mountain biking has to be the hardest 
sport to turn into a videogame? If any¬ 
body can do it, Codemasters can,,. 



PUBLISHER 

Codemasters 


DEVELOPER 

UDS 


RELEASED 

June ’99 




to see on a racing game. And tearing over the ruts, bumps, val¬ 
leys and jumps is made even more exciting by the inclusion of a 
trick mode. This is a little difficult to use at the moment, but it 
should be sorted for the finished game. 

UDS have also addressed the fact that mountain bikes are 
pedal-powered. Instead of simply just holding a button to accel¬ 
erate, you have to conserve your energy and only pedal when 
you need to. Gravity does the rest, which adds a whole new ele¬ 
ment to the racing theme. 

Looks like there’s a lot 
to look forward to, then. 

No Fear Downhill 
Mountain Biking promises 
to be a top, if a little dif¬ 
ferent, racer. And, of 
course, with armchair 
cycling there’s no risk of 
personal injury. Great. 


T his game’s for people who have ever spent a whole 
evening plucking thorns out of their hands and arms, 
or half a night down casualty after bailing out head 
first into a tree. This Is mountain biking for those once bit¬ 
ten, twice shy. Mountain biking for cowards. Which Is why I 
can’t understand why it’s called No Fear Downhill Mountain 
Biking. Surely it should be called Scared 
Shitless Armchair Mountain Biking? 

Although not an obvious choice of sport 
for conversion to the PlayStation, moun¬ 
tain biking Is extremely popular. How the 
go-getters into It will receive a mountain 
bike game, though, is yet to be seen. The 
preview version we’ve tested clearly 
shows Codemasters have captured the 
spirit and feel of the sport, so hopefully 
the real mountain bikers will appreciate it. 

The game is being programmed by 
Swedish developers UDS, and even 
though No Fear Mountain Biking isn’t 
an in-house Codemasters production, 
the usual Codemasters racing traits are 
all very much in place. There’s plenty of 
different racers, loads of bikes that can 
be fixed and upgraded and over ii 
countries to ride around, usually down the sides of steep 
hills and mountains. 

It also looks similar to other Codemasters games in the 
graphical department, with superb track textures and solid, 
well realised scenery. The riders themselves are animated with 
a high degree of fluidity and the game runs at a fair old pace. 


On Yer Bike... 

Without revving engines, high powered sports cars or spec¬ 
tacular pile-ups, you may think mountain biking is a little 
sedate. UDS have added their own brand of excitement by 
introducing some of the roughest terrain you’re ever going 
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Turismo 



GT managed to utilize 75% of the PlayStation’s capability. Gran 
Turismo 2 looks set to top it... 


PUBLISHER 

Sony 


DEVELOPER 

Polyphony Digital Inc. 


RELEASED 

September ’99 


I t came, we played it, it conquered. 

Last year. Gran Turismo parked itself 
in the nation’s collective PlayStation, 
outstayed its ticket and got clamped for 
months afterwards. It wasn’t until TOCA 
2 came that it finally got towed away, 
but once the fine was paid. Gran Turismo 
was back committing PlayStation park¬ 
ing offences all over the country. In fact 
it still is. Rather than let GT rust away, 
though, developers Polyphony Digital 
Inc. and publishers Sony have been hard 
at work on the sequel and it looks as 
though Gran Turismo 2 is going to 
demand a season ticket. 

And we mean that literally. Gran 
Turismo may well have been parked in 
your PlayStation for three or four months 
after you bought it, but the people 
behind Gran Turismo 2 reckon that it 
takes most players over a year to com¬ 
plete. That’s some boast for the average 
game, but with over 400 new cars to 
drive, powerslide, jump and write-off, 
nearly twice as many tracks as the origi¬ 
nal game and a whole new sound 
engine, it looks as though GT 2 really is 
all trousers and not just mouth. 

Speed Freaks 

As you can see from the all-new screen- 
shots adorning this page. Gran Turismo 2 
doesn’t look like a massive leap over the 
original game. But considering Gran 
Turismo is still far more advanced graph¬ 
ically than any other racing game out 
there you can forgive the lack of visual 
improvement. It still looks great anyway. 

As for the cars themselves, you may 
have noticed a few surprises within 
these new shots. It seems as though 
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Sony have had their licensing lawyers 
working overtime with new cars from 
Volkswagen (including the cool new bee¬ 
tle), Citroen and Peugeot, this is obvi¬ 
ously a blatant attempt to please the 
European market, but seeing as though 
Europe was basically kept out of the car 
line-up last time, we think it’s a com¬ 
mendable effort. Not all of the licences 
have been finalised yet and we’ve had no 
news of the actual finished line-up of 
cars, but expect all the cars on this page 
plus hundreds of other new additions 
and all the old Gran Turismo favourites. 
Don’t worry either; the old favourites do 
include the rocket-like Honda NSX and 
the butch Nissan Skyline. 

If ever a game was highly anticipated. 
Gran Turismo 2 is it. There’s not much 
the developers can do wrong, but with 
all of the promised improvements, and 
such a dazzling array of cars, it really 
does look like Polyphony Digital Inc. will 
finally reach their goal of producing the 
best, most comprehensive driving game 
possible. Lets hope so. 
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IVlission 

Impassible 

Your mission, if you choose to accept 
it.. This tape will self destruct, etc... 


T he game that promised to kick James Bond into touch on the N64 is winging 
its way to the PlayStation. The problem is, Mission Impossible on the N64 
promised much but delivered little. 

Infogrames have had time to correct all of the N64 game’s shortcomings, 
though, so the PlayStation version could be the game that the N64 version 
promised to be. After all. Mission Impossible is a very cool licence and it would be 
a shame to waste the second opportunity to get it right, wouldn’t it? 

The PlayStation version of Mission Impossible is based on the N64 game, 

although there will be more missions and 
an extra level of depth to keep the player 
hooked. It’s going to need it too, as the 
N64 version wasn’t exactly addictive. How 
Infogrames hope to achieve this extra 
layer of depth hasn’t been disclosed, but 
as soon as we get more information, you’ll 
be the first to know. 

Visually, though. Mission Impossible is 
looking a bit of a treat. These new screen- 
shots should wet your appetite, at least 
until we bring you a full expose very soon. 




PUBLISHER DEVELOPE R RELEASED 

GT Interactive Midway May '99 


Rampage 

Universal 


Tour 


Smashing up buildings; a 
recipe for success, we think... 






R ampage first hit the arcades way back in the middle of the 
Eighties. The wanton destruction-based gameplay won 
over the majority of gameplayers, and Rampage soon 
established itself as 
one of the all-time 
arcade classics. 1997’s 
Rampage World Tour on 
the PlayStation didn’t 
live up to expectations, 
but Rampage 2: 

Universal Tour 
hopes to set 
things straight this 
time around. 

Lizzie the Lizard, 

Ralph the Wolf Man 
and George the Ape have 
all been captured by aliens 
and it’s the job of four all- 
new monsters to rescue 
them and smash up a 
few buildings on the 
way. Well, not really a 
few 
build¬ 
ings - there’s over one 
hundred different cities to 
bring to the ground, covering 20 different 
planets. 

The new monsters include a rhino 
called Boris, a lobster called 
Ruby, a rat called Curtis (surely it 
should have been Roland) and an 
alien called Myucus. There are, 
however, four more monsters to 

unlock, although the 
identity of these still 
_ remains a secret. 

The classic 
Rampage gameplay is 
set to stay in place, 
although all the new 
characters have spe¬ 
cial moves to help 
out in the demolition 
process. There’s plen¬ 
ty of new modes of 

play too, includ¬ 
ing a three- 
player smash- 
’em-up. 

There were 
no screen 
shots at the time 
of going to press, but 
we’ll bring you a closer 
look at Rampage 2: 

Universal Tour next month. 
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I t’s not often a press release accompanying a game sums it a up so aptly, but saying 
‘Bomberman is the ultimate arcade and multiplayer experience’ isn’t that far from 
the truth. In fact, it’s spot-on. The Bomberman series has always been close to 
many gamer’s hearts, but Bomberman on the PlayStation manages to capture the 
series’ spirit perfectly. This means a game packed full of manic and explosive action 
that anyone can pick up and play at any time. 

The latest Bomberman includes both Arcade and Battle Modes. The Arcade Mode 
has you wandering through over 50 mazes, blowing up monsters and collecting hard¬ 
ware to boost up your explosive power. Although this is good fun, it’s the multiplayer 
modes where the most explosive mayhem is to be had. 

And there are now 24 different battle arenas to take on 
your mates in. There’s also new weapons and 12 new 
steeds to ride on, making your opponents and friends’ 
job (or ex-friends’, as they’re soon to be) much harder. 

We’re really looking forward to the finished version 
of Bomberman. It doesn’t matter what it looks like 
either, just as long as that classic gameplay is still in 
place, Bomberman should clear up with ease. 



PUBLISHER DEVELOPER R ELEASED 

Virgin Interactive Hudson May ’99 

Entertainment 


berman 



Perhaps the greatest multi 
player game is back. Extreme 
thanks you, Virgin.,, 



1 PUBLISHER 

Baintieriiian »= 


DEVELOPER 

Hudson 


RELEASED 

TBA 
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There are no mazes in this Bomberman outing; just a load of tracks 
and plenty of racing action... | 


t came as a bit of a surprise that 
Hudsonsoft have decided to throw 
Bomberman into a racing game, but on 
testing out the preview version, we can 
see the reasons behind it. 

All of the tracks (of which there are only 
seven) are reminiscent of the previous 
Bomberman games, and a good selection 
of the characters and monsters from the 
maze games have made it into this cool 
Mario Kart-style racer with their cartoon 
stylings intact. So has the TNT slant, as 

before each race you have to pick a number of 
explosive devices to keep your opponents 
behind you. To get the best weapons, though, 
you need to win plenty of races to get your bank 
account bursting. 

As the racing takes place on animals rather 
than in cars, the control system isn’t a simple 
‘press the button to go job’. Instead you have to 
tap the button and bear in mind your animal’s 
stamina, which adds a new angle to the age-old 
racing game theme. 

This and the cute cartoon graphics makes 
Bomberman Fantasy Race a very interesting 
prospect, but probably not a Gran Turismo-beater. 
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PERIPHERALS 

Memory Card 
Analogue Pad 


PLAYERS 


PRICE 

£39.99 


VERSION 


RELEASED 

30th April ’99 


GENRE 

Strategy 


DEVELOPER 

Pumpkin Studios 


PUBLISHER 

Eidos 


Dual Shock 
Link Cable 


The lack of originality within the strategy game 
arena is something Eidos hope to c^lfaiige with the 
surprisingly original Warzone 2106, butijSgJtwin 
Command & Conquer fan Saul Trewern 


10^9 Ma 


titck t» •rtl IW 


Warzone uses that ‘future computer screen’style to great effect in some 
of the cut scenes. 


Some of the enemy bases are very well defended. Remember, they’re 
researching new technologies at the same time as you. _ 
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You start the game with just a few units to build 
but it won’t take long for this screen to fill up. 


X-rated 




riginality is hard to come by 
at this late stage in the 
PlayStation’s long life. All the 
best ideas have been squeezed dry, 
meaning PlayStation gamers are 
constantly bombarded with 
unimaginative sequels and sports 
game updates. It’s not all doom 
and gloom though - some develop¬ 
ers and publishers strive for origi¬ 
nality. For example, Pumpkin 
Studios, the people behind 
Warzone 2100. Somehow they’ve 
managed to administer an injection 
of originality to a game that could 

Warzone 2100 
is not as good 
as Command 
& Conquer 


so easily have been yet another 
Command & Conquer clone. 

What makes Warzone 2100 any 
different from the classic 
Westwood strategy games then? 
Well for a start. Pumpkin Studios 
have done away 
with the 
top-down 
view 

favoured by 
almost every 
strategy game 
from the year 
dot, and total¬ 
ly reinvented 
the way that 
games of this ilk 
should look. The view 
is still from above, but the cam¬ 
era is at an angle, meaning you 
can see the lie of the land with 
ease. All hills, mountains, peaks 
and troughs are visible, allowing 
you to plan your route through the 


various different terrains offer. 
This, however, is secondary to the 
fact that it simply looks superb. 
This is almost a first for a strategy 
game, isn’t it? I’ve lost count of 
how many times people laughed at 
the state of the Command & 
Conquer graphics. There’s no such 
hilarity here, though. 

The terrain is but a 
small factor of Warzone 
2ioo’s visual flare too. 
All the vehicles and 
units, of which there are 
over a stunning 400 
different designs and 
a monstrous 2000 
different combina¬ 
tions, have been 
drawn and ani¬ 
mated with a 
high degree of 
imagination. And unlike 
Command & Conquer, you don’t 
need a magnifying glass to see 




THE STORY SO FAR. 


Following what seemed 
like an error in the 
world’s satellite 
defence system a 
nuciear war kicked off 
across the globe. Mass 
destruction reigned in 
on all the major cities 
and no more than a mil¬ 
lion people worldwide 
survived the nuclear 
attacks and ensuing 
nuciear winter. 
Following this the sur¬ 
vivors formed tribes 
that fought for what 
remained of the Earth 
and its technologies. 
You play the part of a 
member of one of 
these tribes and 
attempt to build a new 
world, but what you 
don’t know is that the 
entity that caused the 
disaster In the first 
place is still out there, 
waiting. Well you know 
now, anyway. 


the enemy a kicking. It’s the execu¬ 
tion of this basic gameplay that 
makes it different from other strat¬ 
egy games, though. 

First up is the system used for 
building, researching and designing 
vehicles. Instead of coming as 
whole units, separate parts of the 
vehicles can actually be mixed and 



The missions are well designed 
though and the gameplay does 
serve to keep you playing 


them. The sheer variety of build¬ 
ings and units and superlative 
graphical stylings makes Warzone 
2100 the best-looking strategy 
game on the PlayStation so far. 
That may not be saying much, but 
it’s certainly worth stating. 

Basically C&C? 

Warzone 2100 also differs greatly 
from Command & Conquer in the 
gameplay stakes. Okay, the basics 
are all here; build up your base, 
create an army then go and give 


matched. For instance, you may 
have researched several different 
propulsion and gun turret systems. 
These in turn can be bolted on to 
different types of chassis in the 
vehicle design section, making 
wholly unique vehicles. You can 
then build different units according 
to the type of terrain or the force of 
the army they’re about to go up 
against. Designing your own vehi¬ 
cles isn’t just a bolted-on bonus, it’s 
a welcome and integral part of the 
gameplay that serves to add a little 
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X-rated 



Some of the explosions in the game are quite spectacuiar with huge 
chunks of metal and balls of flame flying around all over the place. 



originality, as well as interest to this 
area. It also means that there’s a 
glut of different vehicles and combi¬ 
nations for you to find, which 
should keep you playing for ages. 

Feels Different 

Actually playing Warzone 2100 is 
much like playing Command & 
Conquer. However, the graphical 
style and the way the missions are 
laid out makes Warzone 2100 feel 
very different. Instead of starting 
the game with a map that you have 
to work your way across, you are 
presented with three different cam¬ 
paigns that each take place on dif¬ 
ferent terrain. 

Alongside the main campaign you 
have to tackle several sub-missions 
that form the overall campaign. This 
could be anything from exploring 
some ruins to stealing enemy tech¬ 
nology that can be used in later parts 
of the mission. Each mission and 
sub-mission is separated by a nice- 
looking rendered cut scene which 
usually informs 
you of how what 
you just did is con¬ 
nected to your 
next task. 
The fact 
that the 
mis¬ 
sions 
are 

intercon¬ 
nected 
means each 
campaign takes an extremely long 
time to complete, so don’t be put off 
by the fact that there are only three 
campaigns altogether. 

Actually getting around Warzone 
2100 isn’t I’m afraid, as easy as 
Command & Conquer. All the icons 
are well presented and labelled in 
a straightforward manner, so you’re 
able to choose exactly what you 
want to do, when you want to do it. 
There are a few problems, though, 
which are mainly to do with the 
cursor movement. I know that it’s 
quite tricky to control a cursor with 
a joypad anyway, but Warzone 2100 
doesn’t do anything to get over 
this. For a start, the screen only 
moves when the cursor hits one of 



the edges which can end up being 
annoying, especially when you only 
want to move the screen slightly. 
Also selecting separate units can 
be a real pain in the proverbial butt 
as the cursor just isn’t accurate 
enough. Trying to select large num¬ 
bers of vehicles at the same time 


B either, as you can actually partake 
in a bit of fighting action in this 
view. You take control of the lead 
vehicle and whatever you do, the 
rest of the squadron follows. This 
adds a whole new element to the 
gameplay, making Warzone 2100 
not just a strategy, but an action 


Somehow they’ve managed to 
administer an injection of orig¬ 
inality to a game that could so 
easily have been yet another 
Command & Conquer clone 


could have also been made easier 
by allowing the screen to move 
when you click and drag. These 
complaints don’t really detract 
from the gameplay, but they do 
make Warzone 2100 feel less pol¬ 
ished than Command & Conquer. 
Which in turn gives Command & 
Conquer a slight edge. 

This is also true in the gameplay 
stakes. Don’t get me wrong, 
Warzone 2100 is a very rewarding 
and exciting game to play, but 
although I’m all for the new 3D feel 
and the different control and unit 
building systems. Command & 
Conquer does seem to win over 
with pure simplicity. All the mis¬ 
sions are well designed though and 
the gameplay does serve to keep 
you playing. Which is what it’s all 
about in the end. 

Revolutionary Control 

Those complaints with the cursor 
can however be remedied with the 
flick of one button. Pumpkin Studios 
have seen fit to add a whole new, 
rather revolutionary type of control 
to Warzone 2100, which to me is the 
biggest injection of originality so 
far. Instead of using the cursor to 
send your units to certain areas on 
the map you can actually take direct 
control of the units themselves. This 
is done in a behind-the-vehicle 
third-person perspective. This does¬ 
n’t simply serve to get you from A to 


game too. Which is something that 
should help sell it many copies. 

And rightly so. 

In fact, all of Warzone 2100’s origi¬ 
nal features should make it a big 
seller. However, one point I’m obliged 
to make is that Warzone 2100 is sim¬ 
ply not as good as Command & 
Conquer. Nonetheless, Pumpkin 
Studios have done a fine job in a pro¬ 
ducing a creative and original strate¬ 
gy game that’s different enough from 
the Command & Conquer to sit 
alongside it nicely, and make it worth 
owning both games. 

Saul Trewern 



LINK ZONE 2100, 


One of Command & 
Conquer: Red Alert’s 
best features was that 
you could play against 
a human opponent 
using a link-up cable. 
Granted, you’d need 
two PlayStations and 
two televisions, but the 
effort in getting all of 
this together was 
worth it with the 
rewards on offer. 

Many a working hour 
has been wasted in the 
office due to this and it 
looks as though the 
same thing is about to 
happen all over again 
as Warzone 2100 is 
link-up compatible. 
We’ve tried it and it’s 
just as fun to play and 
rewarding as Command 
& Conquer: Red Alert in 
link-up, so if the next 
issue isn’t on the 
shelves when it should 
be, you know why. 


I l\l I 


IM 


A bit of Command & Conquer, a 
bit of WarGames; perfect recipe for 
a top PlayStation strategy blast. 
Well, maybe not perfect. The con¬ 
trols could be better implemented 
and not allowing you to scroll the 
screen while boxing units is 
ridiculous, but overall, it’s fine. 

Ian Osborne 


THE SCORE 


^ GRAPHICS g 

^ SOUIMD 8 

^ GAMEPLAY 8 

^ LIFESPAIM 9 


88% 
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GENRE 

Shoot-’em-up 


Last year 
Virgin gave us 
R-Types, two 
direct ports of 
the first R- 
Type arcade 
games. People 
were grateful 
for this, but 
Saul Trewern 
didn*t want 
retro, he want¬ 
ed an update. 
Well now he*s 
got it, but is it 
any cop? 


I 
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Most of the environments in the game are beautifully drawn. Checkout this 
waterfall for proof. 



I f, like me, you love the chal¬ 
lenge of taking on multiple 
bogeys, dodging inordinate 
amounts of gunfire and generally 
causing destruction of an 
Armageddon level, it’s a good bet 
that, like me, you’re already a 
huge fan of the R-Type games. 


Friday’s first pint of Stella would 
be a huge understatement. 

Thankfully, the finished product 
lives up to everything the teasing 
demo promised. 

R-Type Delta offers far more than 
the rolling demo could even hint at. 
Okay, the visuals have been given 


Some of the scenery you come 
across is nearly as awe-inspir¬ 
ing as those bosses 


Problem is, the granddaddy of the 
modern shoot-’em-up has been left 
out in the wilderness for far too 
long. Okay, last year’s R-Types 
gave us the chance to go back to 
the original arcade games, but I’m 
afraid this wasn’t enough for me. 
I’ve already spent a ridiculous 
amount of cash on completing the 
games in the arcade, and no mat¬ 
ter how addictive R-Type games 
are, their replay value leaves a lot 
to be desired. R-Types did give us 
a chance to see a rolling demo of 
R-Type Delta, though, and to say 
that it whet my appetite more than 


an amazing PlayStation game lick 
of paint, but it’s not until you pick 
up the controller that you realise 
the gameplay burns the seat of 
your pants and melts them into 
your chair. This is exciting, chal¬ 
lenging and highly involving stuff. 

Thoughtful Chaos 

A shoot-’em-up can’t be involving, 
though, can it? Surely, isn’t the 
idea simply to switch off your brain 
and hammer that fire button? Well 
on most shoot-’em-ups that the 
case may be. But not on R-Type 
Delta. The action is so red hot. 


extreme PlayStation • May 1999 29 













Device' 


TVPE 
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The R13 ship is the most cumbersome available, but it does have a very 
intelligent pod to help out. 




It’s not simply enemy fire and ships you have to avoid. Falling bits of 
scenery can make life extremely difficult. 



R-Type Delta comes brimming 
with the best looking enemy 
vehicles I’ve seen 


wanting to put you off R-Type Delta 
is aimed squarely at the avid 
shoot-em-up fan and expert. To 
truly excel you really do need to 
have fighter pilot reactions and a 
shoot-’em-up experience that 
spans the last decade in the 
arcade. Still, if you’re not a ‘best of 
the best’Top Gun, R-Type Delta can 
still be an extremely enjoyable 
blasting bonanza. It’s just that the 
untrained player may find them¬ 
selves outpaced at first. And 
this, shoot-’em-up ama¬ 
teurs, becomes extreme¬ 
ly frustrating. 


Picture 
the scene 
and you’ll 
see what 
I mean; 
You’re try¬ 
ing to fit 
your ship 
through a 
gap a fifth the 
size of the 
screen while 
being bombarded by 
20 bullets, two squadrons of enemy 
craft, five gun towers and a falling 
piece of concrete, juggling five 
chain-saws while blindfolded is 
easier than this, which is why it 


demanding and downright difficult 
that all of your senses become 
trapped in a bullet-dodging cocoon 
from which only a power cut or a 
severe lack of hair to pull out can 
rescue you. Many other shoot-’em- 
ups claim to be hectic, but 
although it’s a contradiction in 
terms, R-Type Delta adds a little 
thought to the chaos on screen. 

‘How?’, may you ask. Well for a 
start, the learning, and progression 
curve allows you to learn the ropes 
(of which admittedly there are 
few) and progress through in 
a natural pace that doesn’t 
rely on fluke or luck, just 
skill, judgement and 
reflexes. You need to 
work out how to tackle 
each section, and 
although it may sound 
like the gameplay is 
based on the ‘try it, 
die, then see what you 
did wrong’ ethos, it does¬ 
n’t actually rely on this for¬ 
mula. Of course as you lose 
lives and use continues you 


do learn how you should have tack¬ 
led a certain area, but the difficulty 
level isn’t so unfairly stacked that 
you can’t get through whole new 
areas if you have the reflexes and 
gameplay skills at hand. 

This may sound a little 
pompous, 
but with¬ 
out 


may be a pretentious thing to say, 
but this game can only be truly 
enjoyed by those with strong game¬ 
playing skills. If you’re a part -timer, 
make sure you’re ready for the chal¬ 
lenge or you won’t get the full sat¬ 
isfaction that R-Type Delta offers. 

Armageddon is Here 

So what makes R-Type Delta any 
better, or even different from the 
originals? For a start, you now have 
the choice of three different ships 
to take on the enemy hoards. This 
may not sound like a great deal, but 
each ship is so different you have to 
play the game with a whole new set 
of strategies and rules; three is def¬ 
initely enough. Each ship has a 
whole new set of weapons, all of 
which are spectacular in their own 
right. Anything from a huge double 
flamethrower to auto-aim lasers 
through to pulse cannons can be 
equipped to the different ships by 
shooting down pods that contain 
the power-ups. All of the extra 
weapons are colour-coded to allow 
you to decide when to collect an 
upgrade or change your weapon 
completely. Certain sections of the 
game are best dealt with using cer¬ 
tain weapons, so it’s imperative 
you’re properly equipped before 
you tackle them. This can cause 
frustration because you often col¬ 
lect the wrong weapon by mistake. 


HEAVY HANDED. 


As an extra bonus to the already ridiculous amount of firepow¬ 
er at your fingertips, each ship even has a mega destructive 
charge weapon. There are two levels of charge to use; the first 
green bar is mildly destructive but it’s not until you reach the 


top of the red power that Armageddon levels are reached. You 
can’t fire while charging, though, so you have to decide 
whether you have time to go for the full charge, which makes 
things extremely interesting. 
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Each ship also has a different 
weapons pod which, as you proba¬ 
bly already know, can be fired 
away to go and take out the enemy 
automatically. These pods all have 
different intelligence and firepower 
levels, although their attributes do 
balance out so it’s down to person¬ 
al preference as to which one is 
best for you. 

Destruction Looks 
Great 

As you can see, there’s a lot of 
firepower to be tamed here. In fact 
R-Type Delta offers the most 
destructive and wide-ranging 
arsenal of death-bringing machin¬ 
ery I’ve ever come across in a 
shoot-’em-up, which in my books 
is a huge plus point. 

With all of this firepower at your 
disposal it’s inevitable the ensuing 
chaos is going to be a visual treat. 
You won’t believe how good this 
game looks until you start playing 
and witness the speed and finesse 
of some of the best shoot-’em-up 
visuals ever. In fact, Squaresoft’s 


Einhander is the only game that 
comes close to the explosion-rid¬ 
dled visuals R-Type Delta offers. 

And you can’t buy that here, which I 
think is a travesty as Einhander too 
is a superb modern shoot-’em-up. 

Anyway, back to R-Type. You may 
remember something that made 
the original R-Type so spectacular 
visually was the sheer quality and 
size of the enemy ships. Well, 
thankfully this trait has been 
developed and expanded upon and 
R-Type Delta comes brimming with 
the best looking enemy vehicles 
I’ve seen. They come in all shapes, 
sizes and colours. The variety is 
absolutely stunning and some of 
the bosses are truly a sight to 
behold. Even more thrilling to the 
eye Is watching these bosses 
explode, but you’re gonna have to 
play yourself to witness that. 

The graphical variety throughout 
R-Type Delta’s massive expanse 
isn’t tied down to the enemy vehi¬ 
cles either. All the levels are suffi¬ 
ciently different from each other to 
keep you interested and some of 


Irem’s task of taking R-Type 
into the Late Nineties has been 
a huge success. 


SPEED TYPE, 


All the ships are equipped with speed-up boosters as stan¬ 
dard. To take your ship up a speed level, simply tap R1 and to 
slow it down hit R2.This sounds easy but choosing the right 
speed at the right time is harder than you think. Put too much 
speed on and you end up flying all over the screen out of 
control, but not enough speed means you may not be able to 

dodge the bullets and 
ships fast enough. You 
need to attain a fine 
balance so you 
should be working 
those right shoulder 
buttons constantly. 

Not something you 
really need when the 
odds are so stacked 
against you anyway. 



the scenery you come across is 
nearly as awe-inspiring as those 
bosses. One minute find yourself 
screaming down a tower block¬ 
laden high street, the next you 
could be attacking giant shellfish 
under water. You never tire of the 
environments or the action. 

Positively Frustrating 

Irem’s task of taking R-Type into 
the late Nineties has been a huge 
success. It may be the toughest 
game I’ve encountered in a long, 
long time. It may also be one of the 
most frustrating games I’ve ever 
played, but this only serves to keep 
you coming back for more. Why? 
Because after dying several times 
on the same section, beating it 
becomes personal. I’ve been glued 
to R-Type Delta ever since it landed 
on my desk a couple of weeks ago, 
and I’m not even halfway through 
it. Okay, I may have turned it off in 
disgust and sheer frustration at 
times, but it’s only five minutes 
before I’m back at my desk giving it 
large with the fire button. 

R-Type Delta could easily have 
been a wasted opportunity but 
developers Irem have made sure 
that everything R-Type stood for 



has been kept In place. Back in R- 
Type’s arcade days it was the best 
looking, most challenging and 
addictive shoot-’em-up available. 
Now In 1999 R-Type Delta can 
boast exactly the same. However, if 
you’re not prepared to trash several 
joypads and end up with only a few 
tufts of hair left, I’m afraid you’d 
better sit this one out. 

Saul Trewern 




HHo p i i a 

H This one takes R-Type’s machln- 
uA ery and places it firmly into a 
■■ modern game. 

U Overall it works, though it’s only 
H for experts. Unless you’re a real 
™ whizz on the blasters, R-Type 
Delta is frustration city. Just like 
the original, in fact... 

Ian Osborne 
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THE SCORE 
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PUBLISHER DEVELOPER GENRE RELEASED VERSION PRICE PLAYERS PERIPHERALS 

Electronic Arts Electronic Arts Driving Out Now UK £39.99 1-2 Memory Card Dual Shock 

Analogue Pad Steering Wheel 


With all new licenses there's no doubt that Need For Speed is 
attempting to get back into the hot seat of the driving genre, but 
what difference is a few more fancy motors going to make? Russell 
Barnes wishes he had the wit of Jeremy Clarkson about now.,. 


IXIeed For 5p 
Road Challc 



I ’ve always had a soft spot for 
the Need For Speed series even 
before it was released on the 
PlayStation. The car physics have 
always been good, the graphics 
slick and fast and the gameplay 
has been reasonably exciting. 
Luckily (for EA at least), Road 
Challenge has captured all of these 
features and more to produce easi¬ 
ly the best street racing game of 
this year so far. 

There are many reasons for Road 
Challenge being the best in the NFS 
series. It has loads of excellent 
licences like Ferrari, BMW, 
Mercedes, McLaren, Jaguar, Aston 
Martin, Porsche and Pontiac as well 
as full damage effects for all vehi¬ 
cles. There are a number of new 
playing modes, including my 
favourite of all time, ever; Hot 
Pursuit. Here you can race while 




evading the ever-present police cars 
or even play the role of cops and 
robbers with a friend in two-player 
mode. The idea here (In case it was¬ 
n’t obvious enough) is that one 
player is in a police car while the 
other is driving a particularly high 
performance getaway vehicle in a 
ridiculous fashion around a street- 
style circuit of your choice. If the 
copper manages to ram, drive or 
crash their opponent of the road 
they’re fined and given a ticket. If it 
happen another couple of times 
they’re arrested and the copper 
wins the game. Should the getaway 
driver stay clear ahead of the cop¬ 
per for a set amount of time, the cop 
is called back to the station making 
his opponent the winner. For me. 

Hot Pursuit is the best of all the 
playing modes; not there isn’t a 
great challenge waiting for you else- 
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COPS AND ROBBERS. 


The police cars patrolling each course in NFS: Road 
Challenge have an incredibly high level of artificial intelli¬ 
gence. They’re more than capable of driving you off the 
road and they use every trick in the book (plus a few more) 
to make sure the speed laws are abided by. Should you 
find yourself driven off the road and down to a near-stop, 
you get a ticket; keep It up and you’re hauled off to the sta¬ 
tion and the game Is over. If you can do without the has¬ 
sles of the law constantly on your back, there are plenty of 
other playing modes to keep you happy, but you’ve just got 
to love the buzz from a good chase! 





If you like your driving fast and 
furious. Need For Speed: RC has 
got everything you need 


where in the game. There are 
Tournament modes in which you 
race a set number of courses on a 
league table and get rewarded prize 
money for wins. With this money 
you can buy new vehicles and 
upgrades allowing you to enter 
tougher Tournaments and Special 
Events in a similar way to GT. For 
the first time in a NFS title the real¬ 
istic crash physics are excellently 
complemented with realistic car 
damage which can also affects you 
car’s performance. While racing 
against a full grid of opponents it’s 


vitally important there’s as little 
contact as possible with other cars 
or the scenery as repairs don’t come 
cheap, and it’s easy to end up with 
your bank balance firmly in the red. 

Car Wars 

Graphically NFS: Road Challenge 
is splendid in many different 
areas. The background detail is 
fantastic, even topping Gran 
Turismo, and the resolution is 
truly crisp and sharp. Light sourc¬ 
ing is also top notch here, with 
the different weather conditions 
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SCENIC ROUTE.. 


As you can see from the shots dotted around these pages, 
there are few driving games that can top the prowess of NFS: 
Road Challenge in the graphical stakes. The scenery, buildings 
and even the sky are beautifully detailed and realistic in almost 
every respect. Two-player mode suffers a little due to the high 
detail and resolution, but generally it’s the frame rate that dips 
rather than out-and-out slowdown, so I suppose it’s not all that 
much of a serious crime. 



i 





The courses at 
your disposal 
are all long 
and crammed 
full of sweep¬ 
ing bends and 
straights to 
die for 


and time of day adding to the 
realism. Each car (a total of i6 
altogether) is faithfully recreated 
for you to use, down to the badge 
on the bonnet of the Porsche and 
the scary acceleration of the 
McLaren Fi. 


No driving game would be com¬ 
plete without those lovely engine 
noises and pumping music. There’s 
no shortage of either and they’re 
certainly high quality, but that’s not 
all you get here as there’s an excel¬ 
lent commentary system which can 
make the difference between first 
place and being busted by the fuzz. 
At length the police cars communi¬ 
cate via a radio system you can 
access from your vehicle. They 
communicate to each other (some¬ 
times you can have up to four cops 
on your tail), letting on as to which 
part of the course they’ve set up a 
road block or a tyre-flattening 
Stinger on. They also inadvertently 
let you know when they begin their 
chase and where they first made 
visual contact with your particular 
car. This makes for some really 
interesting racing and certainly 
deserves credit for originality. 

The courses at your disposal are 


all long and crammed full of 
sweeping bends and straights to 
die for. There’s plenty of undulation 
on the track so jumps are 
inevitable and it’s entirely possible 
to jump clean over cars ahead of 
you. Each track takes a different 
theme from the country it repre¬ 
sents, even to the extent of using 
sections of road near EA’s office 
and using local police to do voice¬ 
overs. There isn’t a huge array of 
different courses, but completing 
each one in first place (bearing in 
mind the different modes and diffi¬ 
culty settings) is a real task and is 
more than enough to keep you 
playing for a long time. 

If you like your driving fast and 
furious. Need For Speed: Road 
Challenge has got everything you 
need. Great graphics, ingenious 
sound, smashing gameplay and 
fantastic two-player modes. 

Russell Barnes 



a p I iM I a i\i 

With so many racing games on the 
market, Electronic Arts are wise to 
do something different with this 
one. As well as the expected road 
races and two-player chases, 
there’s an excellent game of cops 
and robbers to test your skills. The 
best Need For Speed game yet. 

Claire Webster 


THE SCORE 


^ GRAPHICS 8 

^ SOUIVD 9 

^ GAMEPLAY 9 

^ LIFESPAIM 8 
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Memory Card Dual Shock 

JogCon Analogue Pad 


So Ridge Racer 
4 is finally 
here. But can 
Namco*s incred¬ 
ibly popular 
arcade racing 
series still cut 
the mustard in 
this day of hi- 
tech racing 
simulations? 
Saul Trewern 
investigates... 


Playing split-screen R4 is 
basically the same as play¬ 
ing one-player. The game 
loses no speed or smooth¬ 
ness, which is no mean feat 
when you see how good it 
looks. The only real problem 
is for those who want to 
play in the behind-car view, 
as the game only allows you 
to see the roof, and not the 
whole car. Still, you find it 
much better to play in in-car 
view so this shouldn’t cause 
too much of a problem 
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I t’s the best racing game the 
PlayStation has ever seen’, said 
I many people who wouldn’t know 
their head from their ass, about the 
import version of Namco’s Ridge 
Racer Type 4. A competent and 
playable racer R4 may well be, but 
competition for Gran Turismo and 
TOCA 2? I think not. 

The Ridge Racer series certainly 
has heritage. The original game 
was one of the first PlayStation 
racers, and to say jaws dropped 
when it was first witnessed is an 
understatement, jaws fell off. But 
that’s just it, though. The original 

R4’s superb 
looks are 
actually very 
subtle 


all, the Ridge Racer games 
are arcade racers and not 
simulations. I have to 
say a resounding bollox 
to that, though. If a dri¬ 
ving game doesn’t have 
a hint of reality in it, 
then it’s called an 
arcade racer. This is the 
worst excuse for an unre¬ 
alistic driving engine I have ever 
heard. However, R4 has something 
that makes me forgive the driving 
engine for being unrealistic, and as 
much as it pains me to say, I have 
found myself getting into it. 


«i »] 
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Ridge Racer was a massive leap 
over anything the 16-bit machines 
had on offer. The latest instalment 
is really nothing more than the 
same game with some admittedly- 
superb graphics and a slightly 
refined handling system. Which is 
not enough to warrant anybody 
saying that R4 is better than the 
established PlayStation racing 
kings. And if you’ve got a problem 
with that, come and see me. 

You may think pitting R4 against 
TOCA 2 and GT is a bit unfair. After 




£5 


m' 


The light blur here is a nice little touch. We reckon anyway. 
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er and more agile, 
the cars do hajam 


; Th^erfecMap 

There ar^everal other modes 
of pla^<ljesides the joli^d Mk 
^s^ea^, including a split-jAi 
t\^-player option that yflpe 
little from the>|^-plaHn^€ 
However, mw Rid^MH^I 
would tell you 

tion when pla^fH^^^V 
'Comes from 
igd t have to 

Pi|y; pick a (W^^^Kck 


albeit a 
corneriji 


fflP i hyf famco acti 
Ige Racer like this. 


action shots of the R idge Tfl R fj i r cBrs ra^ 
Hrgfe-p:^ mrl hitcl;^U^g and pi< 
do after th^ujMIMiii^t^iNln off into 


Unlike the previous Ridge Racer 
games, R4 allows you to take part 
in a real Grand Prix season, which 
although not entirely challenging, 
allows for a far more in-depth 
experience than simply bombing 
around a load of tracks for no real 
reason. 

The engine 
cool but that 
than enough t 
ing ear defende 


read elsewhere. There’s really only 
about 45 different cars in the 
game, which isn’t a bad sum. The 
plus-300 figure comes from differ¬ 
ent upgrades you fit to your car to 
make it 


more annoying than enjoyable. 1 
know this is down to my personal 
taste, and that most of you will 
think the driving engine is a decent 
one. Having said that, after a few 
nd myself whacking cars 
at break-neck 
llowing myself to be 
in to the game. Which I 
think would happen. 


At the start of a season you, as a 
rookie driver, have to choose one of 
four teams to race for. Once you’ve 
joined up, you then have to choose 
a sponsor - this depicts the style of 
car you get to drive. The cars, of 
which there are supposedly around 
340 all, drive differently (again 
supposedly). This, however, is not 
the case so don’t believe all you’ve 


and si 
always 
ally made 
Some people find the fact that hit¬ 
ting the brakes almost immediately 
makes your back end fling out into 
a slide enjoyable. I, however, find it 


your 

own lap record. Doesn’t 
sound like the sort of recipe 
to keep you going back to 
the restaurant does it? 


Shaving milliseconds off lap times, 
though, becomes an obsession and 
you really won’t give up until you get 
that perfect lap. And although I’m 
not a huge fan of the driving engine 
(which you should have guessed by 
now), I have constantly found 
myself glued to the screen in 
Time Trial mode just trying to 
^ beat my own times. 

Best Looking 
Racer 

Another reason I found 
myself glued to the 
screen is simply the way 
that R4 looks. Okay, so it 
doesn’t have that jaw 
drop effect of the first 
game, but as I’ve already 
said, that’s down to the 
fact that in those days the 
closest thing to the 
PlayStation was the 16-bit 
machines. R4’s superb 
looks are actually very sub¬ 
tle. It’s in the lighting and 
solidity of the track envi¬ 
ronments, and particular- 


HITCHHIKER’S GUIDE TO R4.. 


The intro sequence, although rather pointless to the game, is 
pretty amusing. It starts with a pretty (although not real, peo^ 
Japanese girl going out onto the street. You then get some cc 
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THE TEAMS... 


rKC 




ise*te*se0 




Here’s a quick run-down of the four teams on offer in the 
Grand Prix mode... 


As you can see from this shots, the R4 tracks aren’t exactly flat 


DRT RACING 

Once a very successful team, 
they’re now in a slump and 
they’re looking for somebody to 
take them out of it. They haven’t 
got much in the way of cash, 
though, so winning a season is 
going to be hard work. 


MICR O MOUSE MAPPY 
Stupid name maybe but this 
team is pretty decent. It’s 
renowned for using cars that 
handle really well so might be 
an idea for the rookie. MMM also 
has a new owner this season so 
you have to impress him. 


ly the cars that the real graphical 
flare shows. In fact I’d go as far to 
say that R4 is better looking than 
Gran Turismo and TOCA 2. 

The tracks, of which there are 
around eight, are stunning. There’s 
no glitching or pop-up to note, but 
it’s simply the quality of the design 
and realisation that’s gone into 
making the sweeping corners, tight 
city roads and vista-like country 


drives so pleasing to the eye that’s^ 
most worthy of praise. Eight tracks 1 
may not be a lot compared to some ^ 
of today’s driving games, but their 
sheer size and the amount of dif¬ 
ferent scenery and styles on offer 
make up for this no end. 

R4 also contains some of the best 
looking and most imaginative cars 
I’ve seen in a racing game. From 
small, slow family saloons to 


souped-up top-of-the-range sports 
cars to some of the weirdest-looking 
vehicles you’ve ever come across, 

R4 has a car for everyone. Just don’t 
fall for the old ‘over 300 cars in the 
game’ line, ‘cos it ain’t true. 

In keeping with the Ridge Racer 
tradition, R4 is also brimming with 
plenty of neat little graphical 
touches that only serve to heighten 
your visual pleasure further. 
Anything from jet planes and heli¬ 
copters in the sky to team promo¬ 
tional girls and light trails from the 
car’s brake lights add to an overall 
graphical feel of lustiness and pol¬ 
ish.^ndJm it manages to ruf 
wittr^^tl 
beyond me. 

^und, though, doesn’t li\ 
fe graphical splendour. Tf 
a mixture of bland japanes\ 
cheesy techno, does no 
engine sour 
are pretty cool Btrfttrat music does 
more than enou^h.tq warrant wear¬ 
ing ear d^i^erf^pfat ^st whack¬ 
ing your o^rr SterM bn.^-^U 

It’s the Fundamentals 

ndamentally, ft4 is all wrong. I 

on’t like if.Tfrere isnta smidgen of^ 
rea femaifisent and the whok 
ving engm^relll^ffWWflPln^ 

However, there was a time I won¬ 
dered why Namco didn’t go for a bit 


more realism in the Ridge Racer 
series. The answer to that, though, 
is that Ridge Racer is a winning for¬ 
mula. Chunky, far-out cars with a 
\ridicul0j4s and exaggerated handling 
i make a very enjoyable 
. ^dwi{4 adds even more 
h^kiri^graphical beauty to the 
^ . lofact R4 is the best look- 
jgme ^e PlayStation has. 
> sjiTfply not as good as 
jTArcade (or should I 
tacingfans are 
<^e it, though. As for fans 
ffore realistic driving game? 
rt, if you can forgive the power- 
^lide-based driving engine, then like 
ne, I think you just might like it. 

Saul Trewern 


GT or TO 


sayu 


There isn’t a smidgen of reali 
present and the whole drivini 
engine really riles me at tim^ 




This is a good game, but not the 
all-time classic it’s made out to be. 
Claiming over 300 cars is just 
plain ridiculous, and the driving 
model leaves a lot to be desired. 
Fair enough, it’s not meant to be 
realistic, but the cars just don’t 
feel right as they corner. 

Ian Osborne 


THE SCORE 

^ GRAPHICS 

9 

^ SOUIVD 

8 

^ GAMEPLAY 

8 
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PAG RACING^ 

The PAG Racing a ^ 

brand-new Jaj9bnW9^^m 9 
they’re looking for 
throw them into the iimeligm 
There cars are very well bal¬ 
anced so again, a good team 
for the rookie. 


be special to impress them, but 
their high performance cars 
should help out a little. 
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Addictive, fun, playable and cheap, ThaVs all we really want from a 
game, of whatever genre, Yoyo*s Puzzle Park seems to have all of them, 
but can looks be deceiving? Claire Webster endeavours to find out,,. 






The purple duck in the top right 
corner gives you the ability to fiy. 



I t looks strangely bizarre, but in 
a unique kind of way. A screen- 
full of bombs and bald-headed 
characters mooching around a 
stage doing weird and wonderful 
things is bound to make anyone a 
tad curious. In last month’s issue I 
previewed the game myself if you 
remember. I wasn’t really too 
impressed, but I now realise it’s 
more fun than I first thought. 



There’s no real storyline, other 
than an evil dude called Yoyo (of all 
things) has taken over the Puzzle 
Park and it’s your job to oust him 
outa there! The two main charac¬ 
ters are Chibi and Deka, and both 
of them are bombs. You take on the 
role of the ‘terrorist’, if you like, 
who has to move the bombs 
around by kicking them and then 
causing them to explode, thus 
blowing up the bad guys - simple! 

Walkin’ the Dog 

Actually, it’s not all that simple, 
though it has to start off that way 
at first to get you into the swing of 
things. There’s a massive 126 levels 
to this game, and three difficulty 
levels to have a go at. It obviously 
has a very long lifespan going on 
the amount of time it takes to com- 
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BOMBING THE ENEMY. 


There are literally hundreds 
of baddies to explode in 
Yoyo’s Puzzle Park, yet none 
of them have been chris¬ 
tened with names. Therefore 
I’ve decided to do the job 
myself, and here they are 
with a brief description of 
what to expect from just 
some of them... 

SQUIDGY BALLS 
These guys aren’t very light on 
their feet, so it’s quite easy to dis¬ 
pose of them quickly. On the first 
stage 
you only 
come 
face to 
face with 
two of 

them, but in the later stages they 
can also be found in big groups, 
along with more of Yoyo’s fighters. 

GREEN PIMPERNELS 
They’ve been given that name 
because they wear highway man 
masks. 

But they’re 
more dan¬ 
gerous 
than they 
look as 

they fire a deadly pulse beam 
when they spot you. 


OCTOPUSES 
Only found in the 
water levels, these 
fish are quite 
deadly if you 
unfortunately swim 
into them. You’ve been warned. 


TRIBAL 

BIRDS 

You can’t actu¬ 
ally tell that 
these are birds 
until they 
sneakily 
remove their masks. Strangely, 
though, they don’t use their wings 
to fly; they use propellers instead, 
which make them move very 
quickly around the stage. 

SNOWBOARDERS 
You won’t see these baddies till 
later in the 
game, and they 
literally do snow¬ 
board. If you 
manage to get a 
good shot, you 
can make them 
fly off which makes them more 
susceptible to attack. 







X-rated 




plete. Level One starts off with you 
only having two bombs to use for 
destroying Yoyo’s troops, which 
aren’t very abundant from the start 
anyway. The enemy comes in many 
different shapes and forms. From 
blobs of squidgy-looking balls, to 
little blue horny creatures which 
charge at you when you’re in view. 
One thing you must not do is run 
into any of the bad guys as you 
lose one of your five lives. Don’t 
get yourself caught in an explosion 
either, or you get fried! 

As you would expect, the levels 
become progressively harder. You 
negotiate your way around the dif¬ 
ferent areas of the Park including 
Nanoda jungle, Nanoda World and 
Nanoda Musical, and each of them 
has ten stages. They don’t look all 
that different from one another - 
they’re all in zD and every now and 
again they rotate, just to throw 
your concentration off balance. 

Mean Flying Machines 

To make things a little more inter¬ 
esting, there are the odd one or 
two flying machines to use, which 
not only offers some extra defence 
but some actually have weapons. 
These don’t kill your opponents, 
but they stun them for longer than 
your standard gun. So you’ve got 
longer to position a bomb next to 
them and ignite it by either kicking 
it again, or jumping on it, but don’t 


forget not to get caught in 
the blast. When you arrive 
at the later levels, the num¬ 
ber of baddies increases, 
and luckily so do the num¬ 
ber of bombs at your dispos¬ 
al. But of course, there isn’t 
so much room to move and 
on the odd occasion it’s hard 
to see where your character 
is on the screen. The next 
thing you know, you’re float¬ 
ing off upwards with one 
less life. 

In two-player mode you go 
against each other and basically 
attempt to score up to five points 
by blowing each other up. Which, 
you might say, sounds a bit of a larf 
on the face of it, but it really isn’t 
that much of a challenge. There are 
loads of bombs scattered all over 
the stage, so you wouldn’t think 
there would be much of a problem 
in scoring at least one point. The 
problem is, your opponent can just 
run away from the bombs, and 
even though you both have 
weapons, firing them only moves 
the other player, it doesn’t stun 
them like it does in one-player 
mode. It’s just too easy to escape. 
Perhaps if Irem had used the same 
principles for both modes it would 
have worked better. 

I’ve never been one to consider 
the graphics in a puzzle game as 
an important factor. Look at Devil 


Dice for instance; it was simple to 
look at (though not simple to play), 
but what the game looked like 
graphically had no effect on the 
playability of the game in the 
slightest. So I’ll apply the same 
principle here. The stages are very 
colourful, if not too much so; not 
one corner of the screen is left 
bare. The point is it’s extremely 
addictive and it’s good that you can 
save your progress at any point, as 
it would get tedious if you had to 
start from the beginning each time 
you wanted to play the game. The 
only thing it falls down on is the 
two-player mode which can be a lit¬ 
tle annoying after a while, but in no 
way spoils the greatness of the 
game. And that’s what it is; great! 

Claire Webster 

o jp i i a 

JVC are wise to release this one at 
£30. There isn’t enough here to 
justify spending the full 40 quid, 
but what’s here’s undoubtedly 
good. This is a platform pounder 
in the Bubble Bobble/Rainbow 
Islands mould, and none the 
worse for it too. 

Russell Barnes 


It looks strangely bizarre, but 
in a unique kind of way... 
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PUBLISHER DEVELOPER GENRE 

JVC JVC Flight Sim 


RELEASED 

VERSION 

PRICE 

PLAYERS 

PERIPHERALS 


Out Now 

UK 

£39.99 

1 

Memory Card 
Analogue Pad 

Dual Shock 


lt*s not often a flight simulator wings its way onto the PlayStation, 
but Wing Over 2 is here on a mission to change all that Russell 
Barnes straps on his goggles and slips into his leather jacket (with 
comedy fly-away scarf flapping) and takes to the skies,,. 


Win g Over 



.P. LIGHTHOUSE CAPE 
ESTROYCO O 


IIIKIJHIT 

9:07 

No screaming missiles and raging dogfights here.. 



Your main objective is to gain 
your wings and live the dream 


lying planes has fascinated 
me since my childhood. 
Roaming freely through the 
clouds, flying as free as a bird. 
Performing daredevil manoeuvres 
that set the world in a spin and 
racing through a valley on a wing 
and a prayer; what more could a 



budding pilot want? Well; this is 
what JVC is offering in the form of 
Wing Over 2, but first there’s a 
hard slog through a virtual flight 
academy, where your main objec¬ 
tive is to gain your wings so you 
can live the dream. 

In actual fact there are two main 
objectives here. First you must 
earn money to have all the tuition 
you’re going to need to pass four 
difficult exam stages (each requir¬ 
ing three or four tough lessons). 

To earn the money for your 
lessons, simply take a trip to the 
office where you can run errands 
and complete tasks to earn vary¬ 
ing amounts. There are 20 jobs in 
all that become available the fur¬ 


ther through your training you go. 
To start there are tasks like flying 
lunch over to a ranch or taking a 
replacement bulb to the light¬ 
house. Each of these missions 
take anything from five to ten min¬ 
utes and becomes more complex 
as you progress, until you’re 
bombing targets in the middle of a 
conflict. Once you’ve completed 
the first of the missions, make 
your way to the reception area 
where you can pay the fee for your 


first lesson in the air. From there 
you are directed to the briefing 
room where you run through your 
task with your instructor. Once 
you’ve had your briefing it’s 
straight to the plane. Don’t panic, 
you don’t have to memorise the 
entire briefing as far as your set 
speed and height are concerned, 
as you’re given vocal instructions 
while in the air. Stick to the 
planned lesson, though, or your 
instructor eventually takes control 
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THIS IS YOUR CAPTAIN SPEAKING.. 


Wing Over 2 offers an interesting structure of gameplay 
which offers realism and logic that the game itself tries to 
accomplish. Before you can gain your wings you have to 
learn to fly, obviously. Before you can learn to fly you have 
to earn the money for the lessons, of course. There are 
four sections of the virtual flight school you must visit to 
undertake all of these functions. First is the Reception 
Area. Come here to save your progress and pay for your 
forthcoming tuition. Once you have done this, go immedi¬ 
ately to the Briefing Room to receive your instructions. 
Once your lesson is complete, it’s probably wise to visit 
the Staff Room so you can see your results and replay if 

you wish (you 


OFFICE 


Hi there. 

!'• Corpora! Kate Levis, 
I' ■ in char se. 


can also save 
them to your 
memory card). 
There’s also a 
help area too in 
which you can 
get a full run¬ 
down on the 
HUDs and other 
cockpit func¬ 
tions, just in 
case you’re 
unsure. 


STAFF ROOM 


; No. J8409 

j Ma.e FFFFFFFF 

Ti 

Me 

0:07-46 

L» LL I^TJCIIT AsCKAT iDlSCLlVF 


^ KiGUT &, LlATT TLitX 






... <- 

L%xoi.vg 


_ J _ 

FlKS^r S^TAGL K\XU 


a 

ilLlI TOT.IL 


0/500 


Ijraxu total 



BRIEFING ROOM 




Alrishi. Ycu’re ne*ci 

I Uv na.c i -> Mjrk Vi I I iaas 
j.)n4 I a* your inttruclor. 


The guy who painted the lines on this runway must have been drunk.. 


The engine sounds are 
incredibly intrusive... 



of the craft and returns you to the 
academy and you’ve failed terri¬ 
bly. As soon as the planned lesson 
has been completed (or you’ve 
crashed or something) you’re 
rated on your performance and 
scored in different areas. You can 
visit the Staff Room later on to 
view your progress through the 
lessons and see if you’re ready for 
the final exam. 

Well Structured 

As I’m sure you can tell. Wing Over 
2 is a very well structured game 
that obviously offers extensive 
gameplay and control in true-to- 
life flight situations. Graphically, 
though, it’s a slightly different mat¬ 
ter. It’s important that it’s easy for 
you to read your HUD and dials as 
you fly, but the 26 aircraft eventu¬ 
ally available aren’t all graphically 
of the same standard and it can be 
hard to see where you are in the 
sky (which is pretty important real¬ 
ly!). That aside, it’s obvious to see 
that the PlayStation isn’t really all 
that clever when it comes to huge 
flight sims where, of course, the 
obscenely-powerful PCs excel. The 
horizon pops up through a mist of 
polygons not all that far in front, so 
sometimes using your map display 
is the best way to see any undula¬ 
tions in the landscape ahead. 

While you’re on the ground, the 
textures of the surfaces are brash 


and fuzzy and 
the polygons 
flick and jump, 
but to be fair, 
when you’re 
1000 feet above 
it looking down 
it looks okay. 
Sound is anoth¬ 
er area which is 
a little duff. The 
engine sounds 
are incredibly 
intrusive and 
some of the 
vocal talent is 
somewhat lacking. The music is 
quite subtle, which is a blessing 
considering its quality, but you 
can’t have everything, I suppose. 

Wing Over 2 offers a great chal¬ 
lenge once you can bypass the 
graphical glitches and dodgy 
sound, but it really helps if you’ve 
got a genuine interest in aviation. 

A bit of a cop-out I know, but that’s 
just the way it is. 

Russell Barnes 


IVI 


IV 


Wing Over 2 is a welcome change 
from the usual flight sim, where you 
just bomb and blast your way 
through various historical scenarios. 
Unfortunately the aesthetics aren’t 
exactly top-drawer, but they’re far 
from terrible. Overall, Russ is right - 
good for fans of the genre. 

Ian Osborne 
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PL AYER S 


P RICE 

£39.99 


RELEASED 


Memory Card 
Analogue Pad 


l/l/ie Ve yet to see THE definitive FI game on the PSX, but can Monaco 
Grand Prix take pole position? Claire Webster finds out,. 


Racing Simula 
Monaco Gran^i 


wmi 




the Drpafliciist t'oo. Of course, the 
PC graphics were particularly out¬ 
standing, as w^j^the 
Dream cast’s, but I found the 
PlayStation’s controls and general 
feel of the game are almost the 
same as the Dreamcast’s. 

Real Racing 

There are a few notable decorative 
features in this game. The sky and 
the light sourcing are rather nice. 
When the sunlight hits your car, 
your shadow is cast in exactly the 
right spot, instead of being the 
same vylfichever way the sun is 
shini^ig. The controls are pretty 
mpA the same as those in Sports 
^Car\GT, the secret being to turn and 
k^rara early. 

\ Thare are four different game 
mi^deato play; Arcade, Single 
Rate, Ctiampionship and Time 


Racing Simulat!^: Monaco 
Grand Prix gets the thumbs up 
straight away, just because it has 
a massive amount of circuits to 
race on. I was easily impressed at 
this because there are only six 
measly tracks in SpoVts Car GT, 
and they all looktfie same.This 
time i can take Sp beach road 
around Monaco OTd see the beau¬ 
tiful English countryside 
instead of the same old 
grey tarmac and stands 
full of cardboard cut- 
out people. I’ve been 
blessed with the advan- 
tage of having seen this 
game both on the PC and 


produce an out- 
standing racing sim. There 
aren’t any exclusive licences to be 
seen here, arid that’s not necessarily 
a bad thing - sometimes publishers 
spend so much money on the 
licences that the game itself suffers 
the consequences. 


Attack. In the last three mode&^ou 
can carry out some ‘tinkling under 
the bonnet*, so to speak, where 
you alter anything from t he bia ke 
balance to the amounLof petrol 
you want. However, I did a spot of 
tinkering myself and none of it 
seemed to make a lot of difference 
to my car’s performance. You can 
also choosejrom ii teams, with 
two (drivers on each. On the odd 
occasion you can tell the different 


If you like Grand Prix racing, 
you won’t be disappointed 
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iter (or it looks like 
keems to have more 


between each car, but they’relJ^S 
cally all similar to drive. 

Whichever race you’re taking / 
part in, it seems extremely difficult 
to climb into the top ten of the 22 
racers. But in Arcade Mode you 
tend to be more worried about 
whether you can reach a check- 


Time ATlSicBlb^ere you can 
have the most fun^ecause if 
you’re ever going to beat some¬ 
body, you’re more likely to be able 
to win against yourself. In the 


RESUITS 


Don’t expect anything that 


hasn’t been done befor^' 


Time Attack options menu you can 
turn on the ghost, so once you’v^ 
done your first lap, a ghost ^ 
appears for you to try a^ beat so 
you can better your last time. You 
can do a llniitles^liumhef qf laps, 
which serves as invaluable prac- 
ticrfor when you^nter the 
' champior^hips. 

■k Two-player is very 

ii^essive as well. 

'The graphics are 
surprisingly unaf- 
fect^d by 
screen, so 


point in time rather than your over¬ 
all position. You’re also only able to 
pick from three tracks at first, until 
you start winning some races. 

What did make a difference was 
changmg the view to looking out of 
the ca| rather than above it. It 


and skidding mtdthe,barrier. 

If you like Grand Prix facing, you 
won’t be disappointed. However, 
don’t expect anything that hasn’t 
been done before. This game’s 
appeal is in its graphics and real¬ 
ism, which is exactly what you 
want from a simulation. So whether 
you’re serious about Grand Prix or 
not, it could be worth a look. 

Claire Mfehster 


can have a fidly simulated race. And 
I suppose that’s where it succeeds 
in surpassing the likes of Sports Car 
GT. if simulates the movement of 
the car well and when you’re in the 
in-car view you gl|H feeling that 
you really are braMS too sharply 


There are 16 circuits to choose from in Monaco GP and few of them are simple, 
of require some skilful driving: 


I know it’s the gameplay that mat¬ 
ters, but without the top names 
and genuine teams, this just does¬ 
n’t excite as much as it would with 
a licence. As a sports racer - ahem 
- ‘inspired’ by Formula 1 racing, it 
acquits itself pretty well, especial¬ 
ly in the handling of the cars. 

Ian Osborne 


FRANCE 


AUSTRIA 


JAPAN 


GERMANY 


MONACO 


4250m 

There are 5 straight 
stretches on this 
circuit, which 
means that the 
emphasis is on top 
speed, rather than 
trying to gain 1/10 
second in the 
bends. 


4319m 

This track has 
recently been modi¬ 
fied. so don’t expect 
it to look familiar. 

It’s quite short, but 
challenging at the 
same time with long 
straights and wide 
corners. 


5864m 

Japan’s circuit con¬ 
sists ofa very fast 
section in which the 
strongest lateral 
pressures must be 
endured. The sec¬ 
ond part if this cir¬ 
cuit is a lot tighter. 


6823m 

This course has 3 
chicanes, two slow 
and one fast. The 
rest is a succession 
of straight stretches 
with a very impres¬ 
sive looking 
entrance into the 
stadium. 


3367m 

This urban circuit is 
the most famous of 
all. Driving around 
Monte Carlo’s city 
streets is very 
demanding, both 
mechanically and 
for the driver’s con¬ 
centration. 


Avoid driving ‘off road’as you slow right down and the car becomes diffi¬ 


cult to control. 


The scenery is very interesting. This shot was taken in Monte Carlo. 


GRAPHICS 


^ GAIVIEPLAY 
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Saul Trewern 
takes on the 
sequel to 
Gremlin*s 
incredibly 
bugged Actua 
Ice Hockey, but 
can he get 
through a two 
page review 
without using a 
rhyming ‘puck* 
pun? 



The Actua team have done a 
decent job in making the game 
that the original Actua Ice 
Hockey should have been 



Facing off can be a bit hard as the computer-controiied characters react 
very quickiy. 


P acking hell, packing fantastic, 
why don’t yoa pack off! Right, 
now those side-splitting pans 
are oat of my system, I can get on 
with the review. It’s time to get my 
skates on then. Doh! 

Last year’s Actaa Ice Hockey from 
Gremlin was a tad disappointing. Not 
becaase it didn’t deliver a fast-paced 
and action-packed game of ice hock¬ 
ey, thoagh. It was simply that the 
whole game was so bagged that It 
didn’t feel finished. This, from the 
asaal high-qaality Actaa team, jast 
wasn’t good enoagh. They’ve sorted 
their act oat this time, thoagh, as 
Actaa Ice Hockey 2 feels highly pol¬ 
ished and is gladly lacking any of the 
glitches or bags that marred their 
last effort. Bat this is how the first 
game shoald have been anyway. 

Actaa Ice Hockey 2 ases a game 
engine that was co-developed with 
the Actaa Soccer 3 engine. This 
means we get the most advanced 
engine Actaa have at their disposal 
and althoagh not wholly dynamic, 
it’s able to prodace a very solid and 
fast-paced game of ice hockey. At 
times, thoagh. It’s almost too fast 
and losing track of the play is a 
common occarrence, especially 
when yoa first start oat on the ice. 


It doesn’t take that long to get the 
hang of things as the control system 
is relatively simple. To pass, simply 
check the arrows on the floor below 
yoar skater for the direction of yoar 
team-mates then simply choose a 
direction and hit ‘X’. Shooting is jast 
as simple, jast hit and hold ‘sqaare’ 
for more power, then let go to take 
the shot. The basic controls don’t 
make Actaa Ice Hockey 2 any less 
challenging, thoagh. Yoa’re ap 
against some toagh American oppo¬ 
sition (31 teams In all, 770 players) 

In either Exhibition, Cap or 
Championship Modes. 

Steelers In The House 

The American connection hasn’t 
been kept for the development of 
the game, thoagh. The movements 
for the sizeable, motion-captared 
players were provided by members 
of one of Britain’s most famoas ice 
hockey teams, the Sheffield 
Steelers. The Steelers also helped 
oat with certain aspects of the Al 
which adds a nice toach of realism 
to the compater-controlled players’ 
actions. In fact all of the players, 
on yoar side and the opposition, 
are extremely intelligent. Yoar 
team-mates always try to find 
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ERERGY tX 


This IS an ice hockey, 
game review, so it goes I | 
without saying along with | 
my opening puck-related 
puns, there has to be a 
boxout on the punch-ups. 

So here it iA 

Ice hockey Is an extreme¬ 
ly violent sport and most 
giatches dofft go \Athout 
the odd purlhh-Ajp. Some j 

MSyStatlonLlce hockef games have captured this very well 
with the inclusion of well realised fighting scenes. 

However Jly^scrapp^ng 
on ActueWce Hocke>* 2 is 




lon-bashing brawl that 
requires no real4trateg 
or skill. It’s a gow laug 
to pummel your liates 
irtto submisslon,|but as 
an integral part of th^ 
game. I’jui afraid It just 
doesn’t%ork... . > M 


A SCRAP? 


X-rated 



Most goals I got were as much 
luck as they were judgement 



space and good positioning whilst 
the better opposition have some 
superb attacking and defending 
strategies. It’s the multi-player 
game where the most fun is to be 
had though. But then that can be 
said for any sports sim. 

Actua Ice Hockey 2 caters for all 
player types, whether fans of Ice 
Hockey or not, by allowing you the 
choice of playing in either Arcade 
or Simulation Mode. It’s the arcade 
game where most multiplayer 
matches are bound to take place as 
the action is much faster paced, 
and the ice rink is smaller (the sim¬ 
ulation rinks are massive). 

The Arcade Mode also has fewer 
rules, but this isn’t a problem in 
Simulation Mode, as thankfully you 
can cater the rules to suit your own 
tastes. This is actually a God-send 


as playing the game with full rules 
feels very disjointed. If you leave all 
the rules on, the game stops and 
starts way too much, which may be 
fine for ice hockey fans but it only 
serves to annoy the casual gamer. 

Confusion In Crowds 

As far as ice hockey games go, 
Actua Ice Hockey 2 is pleasantly 
appealing to the eye. The players 
all move smoothly and at a good 
frame rate. The team kits are all 
realistic and the colour clash that 
you get on many ice hockey games 
when too many players get close to 
each other is non-existent. As I’ve 
said, though, it’s possible to get a 
little confused at times but this is 
down to the speed of the game and 
not the actual visuals. There’s plen¬ 
ty of camera angles so you should 


be able to find one that makes this 
situation a bit easier to cope with. 

Sounds like a very competent ice 
Hockey game really doesn’t it? And 
it is, but there are a few minor nig¬ 
gles. The first being that it’s so hard 
to score. I found most goals I got 
were as much luck as they were 
judgement. This, of course, is 
because ice hockey goals are very 
small, meaning it’s much harder to 
aim in the first place. But the com¬ 
puter controlled goalies are just too 
good, making it more ‘hit and hope’ 
than ‘aim and shoot’. Also, 
although the action is very fast- 
paced and frantic, it doesn’t have 
any real spark. It doesn’t ignite any 
passions. Play a full-time match 
and you’re falling asleep by the last 
period. It is possible to get sucked 
in, but Actua Ice Hockey 2 just 
doesn’t have the same addictive¬ 
ness as some of the football games 
out there. I know it’s a bit unfair to 
compare it to soccer games, but if a 
sports game doesn’t keep you play¬ 
ing till the end of a match, there’s 
definitely something missing. 

Still the Actua team have done a 
decent job in making the game that 
the original Actua Ice Hockey should 
have been. The new polished feel 
gives Actua Ice Hockey 2 an edge 
from the start and on playing, most 


of you won’t be disappointed. At 
least if you’re not expecting a classic 
game. It’s a shame that it lacks the 
spark to make it more addictive, and 
a little less nondescript, but this 
doesn’t always mean ‘bad’. Actua Ice 
Hockey 2 does what it says on the 
box. But not a lot besides. 

Saul Trewern 



kU 


O P I IV I O l\l 

Actua Ice Hockey 2 certainly 
improves over that dodgy original, 
but it’s still not the best ice hockey 
game I’ve played. It does, however, 
offer a playable and exciting game 
of ice hockey that dedicated fans 
of the oft-violent sport are bound 
to enjoy. 


ir 


Russell Barnes 
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Activision Tamsoft RPG Out Now UK £29.99 1 Memory Card 



I want you to deliver 
this to Mayor Kayian 
in San Ciaria. 


What do you do when you find a tiny pink monster screaming for 
his mum? Ian Osborne is left holding the baby,,. 


Guardian’s 


F unny things, babies. Despite 
being noisy, messy and obtru¬ 
sive, they’re also cute, love¬ 
able and endearing. Bit like this 
game, really... 

Although not much more than a 
kid yourself. Guardian’s Crusade 
sees you chaperoning a baby 
(albeit a baby monster) to the 
other side of the world to reunite 
him with his mother. At least we 
think it’s a ‘he’ - this baby is a 
cute pink creature with magical 
abilities which develop through¬ 
out the game. 

Guardian’s Crusade is full of 
fresh ideas that really shine next 
to other RPGs. Take the environ¬ 
ment. It can be rotated through 
360° at any time, giving far more 
freedom of movement than a stan¬ 
dard fixed camera approach. 
Doorways are always made clear, 
though, so you’re not constantly 
moving the perspective to find 
exits that are under your nose, 
though the device is used to hide 
things, as would be expected. 

When wandering around, you 
face attacks from the various 
denizens of your homeworld. 

Unlike most RPGs, these aren’t 
unseen and announced at random. 
Instead they’re represented by 

what look like ghostly 
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k bed. 


Talk about stating the obvious... 


The ‘tadpoles’represent wandering baddies. 


Name 

HP/max 

PP/mox 

KnightA ■■■ 

/ 12 # 


Baby ■■ 


AttackI 

As the baby grows, he develops powerful new 

abilities. 
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logic. For example, in Isten you 
take part in a gladiator fight, even 
when you know what’s coming, 
you must talk to a certain charac¬ 
ter and then sleep before it 
occurs. Later you’re sent on a 
quest, but can’t reach your intend¬ 
ed destination until you’ve met 
someone else in the town. If talk¬ 
ing to these people is so essential 
to the plot, why not make them 
come to you? 

The Curate’s Egg... 

Don’t get me wrong - Guardian’s 
Crusade isn’t a bad game. It has 
huge strengths from which other 
RPGs would do well to learn, but if 
only it had learned from past RPGs 
in other areas and been playtested 
a little more thoroughly, it would 
be a real barnstormer. Activision 
are wise to put it out at a tenner 
cheaper than usual. If you’re after a 
role-player, at this price it’s worth 
putting on your wish list. Just not 
very near the top. 

Ian Osborne 


tadpoles that give chase as you 
travel. If you want a fight to build 
your power and money, head for 
them. If not, run aw^^^iAS^ou grow 
In strength, the taij^les represent¬ 
ing weaker mongers are less 
inclined to striufc'leaving you free 
from pointlesMasy battles (unless 
of course yo want to fight), this is, 
a spectaculaHinovation of which 
other RPGs Should take note. 

The baby Isbretty innovative 
too. Fighting alongside you, as he 
grows he devtlbps according to 
how you treat him. He can matdre 
into 14 different characterscftach 
with unique figh^ng abilities. Iff « 
little like nurturing«Tamagotchi. 
Nehani the fairy also a^ompanies 
you. If you lose the plot, ask tier 
advice - she reminds you of the 
task in hand, but doesn’t give you 

The learning 
curve could do 
with a little 
polish 


the game on a plate. You can also 
use living toys found throughout 
the game, though these ^re really 
just spells b^nother name. 

Stati Bg the Obvious... 

Alas, ifwardlan’s Crusade takes 
the ^nre furtheMn many ways, it’s 
cursw by serious flaws which , 
wouW shame any RBGJie.alJ5pafl>v 
slightly topd 
helped ^ 

offered iMen ypii^r|||^bkais 
that arejWst jfirt Onhe-flenery. 
Look at a bed. ‘A bed’. Look at a 
bookshelf. ‘You should read more’. 
Searching an empty container 
OffwsTwo responses when a sim¬ 
ple bleep would tell you there’s 
nothing interesting about it. 

The learning curve could do with 
a little polish top. The game’s bat¬ 
tles are ridiculouslyiwd at the 
start, forcing you to power up by 
picking fights almost Immediately. 

A more gentle start would let the 
player get into the storyline far 
easier. The 


battles themselves are standard 
turn-based fare - nothing out of the 
ordinary, but well laid out and fun. 
The enemy graphics are pretty 
poor, though, and by the time you 
met your first monster you’ll have 
long since turned off the sound. 

Perhaps the game’s biggest 
flaw is the intrusive way it holds 
you up while you find the action 
that triggers the next event. Now, 
this is fairly standard for RPGs. 

For example, repairs to a bridge 
might not be completed until 
you’re told to leave town via that 
very route. This is fair eno^li - it 
allows the game world tc/expand 
throughout the game^^icllitating 
a huge environmenUwithout let¬ 
ting it become upirfanageable. 
However, the j<Jms should be 
seamless - you should always feel 
In control. In Guardian’s Crusade 
you sometimes find yourself wan¬ 
dering aimlessly, des¬ 
perately trying to 
trigger an event 
you already know 
is going to hap¬ 
pen anyway and 
the trigger 
often has little 


This one’s a little hit and miss, but 
the baby’s so cute I just have to 
carry on and see what becomes of 
him. The game engine’s outstand¬ 
ing, even if the aesthetics leave a 
lot to be desired, but there are a 
few gameplay flaws. I bet Tamsoft’s 
next RPG will really burn. 

Claire Webster 
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Electronic Arts EA Sports Racing Simulation Spring ’99 UK £39.99 1 -2 Memory Card Dual Shock 

Analogue Pad 


There's an abundance of great racing sims at the moment, and the 
pressure is mounting to keep up with the likes of Max Power Racing 
and Gran Turismo. The question is, has Sports Car GTgot what it 
takes? Claire Webster has taken it upon herself to find out,,. 



I magine how chuffed I was when 
Ian passed me over a review 
copy of Sports Car GT. Another 
of my favourite genre to review 
and, of course, play for hours on 
end. So off I went to put it in my 
PlayStation, then got myself com¬ 
fortable, pad in hand, thinking 
‘goodness, this is going to be 
good’. Yes you’re right, I’m being 
all dramatic for a reason, and it’s 

The only way I 
can make this 
review exciting 
is to not talk 
about this dia¬ 
bolical game! 


because the only way I can make 
this review exciting is to not talk 
about this diabolical game! 

Normally I would slap my own 
wrist and accuse myself of being 
too harsh, but not this time. EA 
have said we’ll experience GT rac¬ 
ing ‘in the fastest incarnations of 
the hottest cars on the road’. But 
what they failed to point out was 
that there are only ten of them on 
offer, including the BMW M3, 

Lister Storm, Panoz GTR and the 
Saleen SR, and to make it seem as 
though there are a few more they 
included more of the same, but in 
a variety of different colours. Now 
you can’t say that that isn’t cheat¬ 
ing just a little bit. 

Benefit of the Doubt... 

So I thought, ‘well I suppose I’ll let 
them off because they’re bound to 
have plenty of tracks to choose 
from’. Again, I was sorely disap- 
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TALKIN’ TRACKS. 


Whether you are in Arcade or Season mode, you only have five tracks to race on, although you can alter the number of laps you 
do ranging from one to 30. Below is some information on what to expect from each... 


MOSPORT PARK 

Length: 2.469 miles 

Laps: 3 

Conditions: Dry 
Very similar to Road 
Atlanta, this track has the 
same scenery and an 
almost identical shape. The 
only difference I found was 
the colour of the barriers. 


ROAD ATLANTA 
Length: 2.62 miles 

Laps: 3 

Conditions: Dry 
This track is only a little 
longer than Mosport Park, 
although it does have a few 
more tight bends to test out 
your brakes on. 


REBRING INT RACEWAY 

Length: 3.5 miles 

Laps: 3 

Conditions: Dry 
The longest of the five 
tracks, this one has rather 
wide roads and very nasty 
tight turns. 


DFRERT SPEEDWAY 

Length: 1.8 miles 

Laps: 3 

Conditions: Nightime-dry 
The hardest of the tracks 
as you have no idea where 
you are going. Barriers 
appear from nowhere, as 
do tight turns and fast 
approaching opponents. 


LAGUNA SEGA 

SPEEDWAY 
Length: 2.238 miles 

Laps: 3 

Conditions: Dry and sunny 
There are quite a few steep 
hills on this track, but it is 
one of the straightest, so 
make sure you choose one 
of the faster cars. 


You will feel short-changed if 
you part with your forty quid 



pointed when I found there were 
only five. No, that isn’t a misprint, I 
really did say five (not including 
the extra three you earn if you com¬ 
plete the Season races). And what 
have they attempted to do to com¬ 
pensate? They’ve given us the 
option of doing up to 30 laps. I 
can’t think of anything worse than 
repeatedly going round and round 
any of the tracks they’ve included. 
Which brings me swiftly to the 
point where I tell you how bad the 
graphics are. 

Even though most of the cars 
don’t travel at anything less than 
150 miles per hour, it feels like 
you’re doing about 30, whether 
you’re in one- or two-player. The 
scenery is also very uninteresting, 
with no crowds of people and no 
mountainous backdrops to war¬ 
rant you taking your eyes off the 
road. EA have attempted to do the 
car damage thing, but not very 


successfully. When an opponent 
smashes into the side of you 
there’s a few sparks and shards of 
glass, but your car looks exactly 
the same, lik^ it’s repaired itself. 

Earn Your Keep... 

In one-player, you have three 
game modes to choose from. The 
usual Arcade Mode, Time Trial and 
Season. I was mistaken in think¬ 
ing there may be some more 
tracks in Season Mode, but it was 
just a case of racing on the same 
five. You must come at least third 
to earn your winnings, otherwise 
you won’t even get past the quali¬ 
fying rounds. Winning is no mean 
feat either. None of the cars have 
particularly outstanding accelera¬ 
tion, so from the start you are at 
the back of the pack, playing 
catch-up to 5th position for three 
quarters of the entire race. None 
of the vehicles have very good 



As you can see here, there’s not a 
lot of interesting scenery to look at... 


So it was with no remorse at all 
that I finally had to pull the power 
lead out of the back of my console 
so I could start writing this for you. 

I can’t believe EA really think this 
game is going to overtake the likes 
of Max Power, for instance. It lacks 
the element that gives you the 
adrenaline rush of real racing. Be 
under no illusion - you will feel 
short-changed if you part with your 
forty quid. 

Claire Webster 



brakes either. You have to press 
the appropriate button miles 
before a tight corner before you 
reach the right speed, and there’s 
no handbrake to use as a back-up 
braking plan. 

One of the main features that we 
all look forward to in a racing game 
is the two-player game. Nothing 
beats racing against a friend and 
becoming all competitive. But 
Russell and I got bored after the 
first race, perhaps because the cars 
handled and braked so badly that 
it wasn’t much like a simulation at 
all? In two-player you’ve also got 
three game modes to choose from. 
The first is Head-to-Head where 
you just race against one another. 
Then there’s Pace Car, where you 
both play catch up to a CPU racer, 
and finally there’s Pink Slip, which 
involves you trying to win the race 
so you can win ownership of your 
opponent’s car. 


o p I IM I a i\i 

Claire is being a little harsh here 
as I think Sports Car GT is actually 
pretty playable, If a little short¬ 
lived. Okay, so It’s not Gran 
Tursimo, but it’s not trying to be 
either. The tracks are a little boring 
but on the whole, I had a good 
afternoon’s-worth of fun with it. 

Saul Trewern 
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The first real contender to Resident EviTs crown is Sunsoft*s Hard Edge, 
This game may look and play like Resident Evil, but will it leave Saul 
Trewern with stains in his pants? Or were they already there anyway? 


Hard 


H ard Edge looks like Resident 
Evil, plays like Resident Evil, 
and is equally as challenging 
as Resident Evil. However, it’s not 
and never will be as good as 
Resident Evil. Not for want of trying, 
though. Publishers Sunsoft and their 
in-house development team have 
created what is basically Resident 
Evil in a different setting, but (and 
it’s a big ‘but’) without any of the 
edge-of-seat tension or blood-cur¬ 
dling gore that Capcom captured in 


of high technology and the usual 
evil terrorists. The setting for the 
game is a huge office block (exciting 
huh?) which you’d think immediate¬ 
ly negates any real opportunity for 
the set designers to go to town. 
You’d be wrong, though. Guiding 
your two heroes through this hi-rise 
building gives you the opportunity 
to witness some stunning pre-ren- 
dered rooms and areas that equal, 
and at times surpass, anything the 
Resident Evil games have to offer. 


An extremely good-looking, qui¬ 
etly playable and very involving 
action adventure romp 
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The action kicks off in the base¬ 
ment after a lengthy and fantastic 
looking CG intro that gives you the 
story so far. You play the part of 
two surviving special forces agents 
after an attack on the Machinery 
Gear Inc. offices by an ex-employee 
with a grudge. It’s your job to seek 
out the terrorists and their boss by 
exploring the Machinery Gear 
headquarters. This is just the tip of 
the iceberg, though, as Hard Edge 
has a very complex and interwoven 
storyline you can chip away at 
piece by piece as you progress 
through the game. Much of the plot 
is given away during the many cut 
scenes and like Resident Evil, the 
voice acting is absolutely diaboli¬ 
cal. In fact, the Hard Edge acting 
doesn’t even match that of 
Resident Evil, which is saying 
something. It’s cornier than a 
pack of Kellogg’s finest in a 
grain silo, and more over-acted 




their Evil Dead-style masterpieces. 
Hard Edge may be directly influ¬ 
enced by Resident Evil, but Survival 
Horror it most definitely isn’t. One of 
Resident Evil’s biggest draws was 
this horror aspect, so without it. I’m 
afraid to say Hard Edge doesn’t have 
a chance from the outset. Don’t give 
up on it yet though... 

In place of a zombie-infested 
survival horror plot. Hard Edge 
throws you into a 
Manga-influ¬ 
enced world 


than Gwyneth Paltrow’s Oscar 
acceptance speech. In fact it’s 
laughable, which is even more rea¬ 
son to witness it. 

Office Exploration 

Hard Edge isn’t just about exploring 
either. There’s an inordinate amount 
of puzzles to solve, although like the 
Resident Evil games, they’re not 
exactly brain-melting; just time con¬ 
suming. In fact the Hard Edge puz¬ 
zles are so similar to those found in 
Resident Evil that It seems like 
SunSoft haven’t even bothered to 
add their own slant. The first puzzle I 
came across was one where I had to 
move a statue to find a keycard. 
Hmm... Moving statues, now that’s 
original. Subsequent puzzles didn’t 
just remind me of Resident Evil, they 
were almost exactly the same. Sadly 
though, the execution in this area 
isn’t as polished and involving as 
the puzzles In Resident Evil. 


Neither is the combat. This Is 
partly due to the fact that the 
Manga-style robotic and mutant 
enemies just aren’t as Interesting 
or scary as the Romero-influenced 
zombies and mutants from 
Resident Evil. However, the reason 
for the combat losing marks Is 
mainly down to the control system 
and the camerawork. You often find 
you’re being attacked by an enemy 
just off-screen, or you get attacked 
the second you walk on. If this Is 
an attempt at adding a little sur¬ 
vival horror shock factor, then It 
failed completely. More likely, 
though, is that it’s just poor pro¬ 
gramming and game design. When 
you’re actually able to target your 
foe the fighting simply becomes 
boring, as it’s just a case of letting 
go a set amount of rounds or ham¬ 
mering the fire button to slice away 
at them with a knife. Both of your 
characters have a few special 

























X-rated 


switch to completely different areas with a dif¬ 
ferent character and new puzzles to solve and 
baddies to beat means when you get stuck in 
one section, you can take a break and play 
with the other character for a while. When you 
come back you find that the section that was 
causing you bother isn’t as bothersome at all. 


moves to pull off, but this doesn’t 
help things. Hardware fans are 
catered for, though, as there are 
plenty of tasty weapons to get your 
hands on. 

Not In Control 

The control system throughout the 
game doesn’t really deliver the 
intuitive and reactive action that’s 
needed to make this type of game 
a mesmerising experience. It’s pos¬ 
sible to get used to them and after 
a while you should be settled into 
the routine, but never at any time 
does the movement of your charac¬ 
ters look or feel as smooth as 
Claire and Leon’s from the last 
Resident Evil outing. 

The problem doesn’t really come 


from the way the controls are laid 
out. More in the way that your 
characters react to the scenery. For 
a start, some of the collision detec¬ 
tion is absolutely shameful - it 
often takes countless button press¬ 
es and tiny movements to position 
yourself correctly for a door and 
you’re always, infuriatingly, getting 
stopped by invisible walls. 

Hard Edge may be flawed and 
may not be as instantly playable 
and enjoyable as the Resident Evil 
games, but despite this, I actually 
found myself getting into it and 
enjoying the exploration-based 
gameplay. ‘What?’, I hear you say. 
Well think about it; if you take 
Resident Evil out of the equation. 
Hard Edge starts to sound like a 


Get over Resident Evil, accept 
Hard Edge’s flaws and somehow 
it proves to be a long stayer 


good game. If you don’t compare it 
to its obvious influence (and source 
of plagiarism) you have an 
extremely good-looking, quietly 
playable and very involving action 
adventure romp. Okay, so the style 
and panache aren’t here. Neither is 
the finish, polish or instant playa¬ 
bility. But this really is forgivable. 

Get over Resident Evil, accept 
Hard Edge’s flaws and somehow it 
proves to be a long stayer. If you’re 


DOUBLE WHAMMY.. 


One feature that doesn’t stink of Resident Evil 
In Hard Edge Is that you have two characters 
to as. No hold on; that’s still Resident Evil 
Isn’t? What I mean Is you get to switch 
between your characters at will. At the start of 
the game they both go off In different direc¬ 
tions, but to complete It you have to get both 
of them through the building. Being able to 


waiting for something to fill the 
hole in your life after Resident Evil 
2, Hard Edge should do the job 
nicely, just don’t expect the best, 
‘cause it ain’t. 

Saul Trewern 


I’m a huge fan of Resident Evil so 
I find it hard to praise Hard Edge, 
especially when it has so many 
flaws. However, I did find myself 
enjoying the game. The graphics 
are superb and the storyline 
involving. If only there was a little 
more originality here. 

Claire Webster 
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Electronic Arts Pitbull Syndicate Sports Sim May’99 UK £39.99 1-2 Memory Card Analogue Pad 
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Race against a friend in two-player mode... 


It definitely has a little some¬ 
thing for the genuine snow¬ 
boarding fan 


Big or Phot? Will anyone be able to tell the difference? PhatAir 
wasn*t as ^extreme* as it made out to be, and we wonder how well 

this one rates against the mighty 
Cool Boarders 5 . Claire Webster 

decided there*s 
only one way to 
find out.,. 


M aybe it’s a case of going 
overboard with the snow¬ 
board over the past few 
months. In Issue 13 alone, we 
reviewed three, X Games Pro 
Boarder (75%), Phat Air (31%) and 
Cool Boarders 3 (a whopping 92%). 
At the bottom of the pile was Phat 
Air, which had dodgy controls, poor 
graphics and an embarrassingly 
short lifespan. It’s obviously not 
going to be much of a challenge for 
Big Air to beat that! 

On first impressions. Big Air has 
got that ‘fashionable’ look, as it 
features licensed snowboards from 
Palmer, Ride, Morrow, Joyride and 
Arbor as well as licensed clothing 
from WaveRave and Westbeach. I 
apologise for my ignorance, but 
almost none of those labels ring 
any bells with me. 

Mingling with the 


igling 


ters 

So now we’ve decided it’s at least 
going to be a game for those real- 
life snowboarding boffins, who no 
doubt recognise some of the best 
riders from around the world who 
are featured. There are six of them 
in total, namely Jacquellne-De 
Morlay, Natalle-larz, Yoshlko- 
Asahi, Euen Glendower, Ulrick- 
Weishaupt and Noah Cameron. 


And of course, change of clothes 
options comes as standard, as 
with every other snowboarding sIm 
we’ve seen so far. 

EA and Pitbull said their main 
aim with Big Air was to create more 
realism and simulation, rather than 
Instant-fix arcade thrills (which 
doesn’t make this game any easier 
for snowboarding virgins such as 
myself). However, they also claim 
it’s accessible for non-snowboard- 
ers, so who better to test that 
statement than I? 

The developers used a modified 
version of their Test Drive 5 engine, 
and they’ve also made use of soft 
skin technology to make a move 
away from polygon-built characters 
to ones that are created by animat¬ 
ing all vertices separately, to give 
that realistic look. And even If It 
looks as though they are, none of 
the characters are motion-cap¬ 
tured, but instead are built from 
live key frames (highly technical 
stuff). 

Big Air offers six different game 
types; Free Ride: Race, Free Ride: 
Trick, Half Pipe, Big Air, 
Boardercross and World Tour. But 
to start off with it’s probably a 
good idea to do some training 
(whether you are a pro at snow¬ 
boarding or not). The Training 


J :=; 
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BIG NAMES. 


For those of you who aren’t familiar with all those famous 
snowboarders, here they are with their stats... 



NOAH CAMERON 

Height: 6’ 

Weight: ^e0 lbs 
Age: 21 

Hometown: San 
Francisco 
Occupation: 
Marketing 
Stance: Goofy 



EUEN GLENDOWER 

Height: 5’9” 

Weight: 180 lbs 
Age: 23 
Hometown: 
Newtonmore, Scotland 
Occupation: Garage 
Mechanic 
Stance: Goofy 



NATALIE HARZ 

Height: 5’9” 

Weight: 110 \bs 
Age: 22 

Hometown: Berlin, 
Germany 

Occupation: Fashion 
Model 

Stance: Goofy 



ULRICH-WEISHAUPT 

Height: 6’ 

Weight: 1 65 lbs 
Age: 23 

Hometown: Zermatt, 
Switzerland 
Stance: Regular 



JACOUELINE-DE 

MORLAY 

Height: 6’ 

Weight: 1 25 lbs 
Age: 21 

Hometown: Paris, 
France 
Occupation: 
Videographer 
Stance: Regular 



YOSHIKO-ASAHI 

Height: 5'V 
Weight: 105 lbs 
Age: 17 

Hometown: Tokyo, 
Japan 

Occupation: Student 
Stance: Goofy 


X-rated 






In the Half Pipe event you must score at least 1000 points to win first place. 


Mode is where you learn how to do 
tricks, ranging from your basic tail 
grab and front side air, to the more 
complicated stunts such as the 
360- and 640-degree turns. 

Tricky Tricks 

This is where the controls for the 
game start to get a little more com¬ 
plicated. For example, to carry out 
a 900-degree turn, you have to 
press left two times, right three 
times and then left just once, and if 
you haven’t got the speed or time 
in the air to do it, don’t expect to 


gain many points. The degree of 
difficulty doesn’t end there. Some 
tricks incorporate using the D-Pad 
as well as every other button on 
the controller - it really does get 
pretty ridiculous. If you bear in 
mind the key to making incredible 
tricks is to buy yourself plenty of 
air time to achieve them, you soon 
get the hang of it. 

All the game modes are slightly 
different; in some you just have to 
race against either one other or 
three CPU opponents and hope you 
don’t wipe out - oh, sorry, that’s 


Don’t expect it to be quite like 
the Cool Boarders 3 experience 


windsurfing isn’t it? And others 
involve you just performing as 
many complicated tricks as you can 
so you can enter your name on the 
high score table. All the different 
game modes are set across 30 
courses in six different countries. 
The more competitions you win, 
the more opportunities you have to 
travel (in other words, more tracks 
are successively unlocked). 

Two-player Mode is also quite 
intense, and it’s available either in 
horizontal or vertical split-screen. 
Using the analogue is not advis¬ 
able as it’s hard enough to steer 
your board as it is, and you find at 
first your pad is trembling with all 
the banging into trees you do. I 
would say that Big Air is more on a 
par with the likes of X Games Pro 
Boarder in both the graphics and 
playability stakes, and it definitely 
has a little something for the gen¬ 
uine snowboarding fan, with a dose 
of fun for those non-snowboarders 
thrown in for good measure. But, 
surprise, surprise, don’t expect it 
to be quite like the Cool Boarders 3 
experience, or you may be a little 
disappointed. 

Claire Webster 



•I® 


O P I iV I O IM 

Big Air offers no kind of competi¬ 
tion for Cool Boarders 3 as the 
tricks are almost impossible to do 
and the graphics aren’t too hot 
either. It simply doesn’t have the 
gameplay. Claire’s been a bit gen¬ 
erous I’d say, but hey; she played 
it for longer! 


Saul Trewern 
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PUBLISHER DEVELOPER 

Virgin Interactive Capcom 

Entertainment 


GENRE RELEASED VERSION PRICE PLAYERS PERIPHERALS 

Beat-’em-up Out Now UK £39.99 1-2 Memory Card PocketStation 

Analogue Pad 


Capcom really are dishing out some great beat-*em-ups, with 
Darkstalkers 3 and now Street Fighter Alpha 3. But will this one be 
the best in the series yet? Claire Webster gets her fists flying,,. 




T he Street Fighter series offer 
the most classic beat- 
’em-up games ever to 
grace the arcades and 
the PlayStation. 

Those of you who 
couldn’t hang around 
for the UK version 
more than likely did a 
quick sprint down to your 
local games stockist to 
purchase it on import 
after reading our 
import review back 
in Issue 14, and 
those who waited 
patiently; well done 
for being able to 
restrain yourselves. 


So you’ve got your Turbos, 
Alphas, 2 S, Ex’s, Movies and 

Collections, and just when you 
thought there was no 
more room for another 
helping, along came 
this baby. But Is It just 
another rehash of the 
same thing? I don’t think 
so, and I reckon you’ll think 
the same. 

In some ways it’s very 
similar to all of its pre¬ 
decessors. For starters 
it has the usual Arcade 
Mode where you can 
choose to play any of the 
34 different characters. Of 
course, as you would 


Street Fighter fans will be over¬ 
joyed with Alpha 3, as were we 


expect, there are some familiar 
faces in the character selection 
menu, such as Ryu, Ken and 
Blanka, but there are also four 
newcomers. You also won’t be sur¬ 
prised to see Versus Mode either. 

Many of you still remember all of 
the different button sequences for 
each character’s moves and you 
probably won’t be disappointed to 
find if you give them a try, the 
appropriate character obliges. But 
we just don’t want more of same, 


so there are new moves and other 
such subtleties to grasp as well. 
You could probably learn most of a 
character’s moves in just a day, but 
to become a full-on expert, it could 
take months. 

Multiple Modes 

There are two new modes of play. 
First, there’s World Tour Mode 
where you must win fights to gain 
experience points that in turn 
increases your power-ups. There’s 
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The 2D graphics are as gorgeous 
as we’ve come to expect from 
Street Fighter 


irS ALL IN THE TRAINING. 


There are both old and new moves in Street Fighter Alpha 
3, and of course there’s always room for a bit of practice. 
Whether you want to remind yourself of all the old button 
sequences or get used to the brand-new spanking ones, 
here’s the place to do it... 






That’s what you get for cowering 
away in the corner, you coward... 


also Dramatic Mode which 
teams two of the charac¬ 
ters against the comput¬ 
er. A superb feature in 
this mode involves you 
choosing your fighting 
style before you begin 
your first fight. X-ism is 
aggressive, A-ism is 
defensive and V-ism is 
a compromise. Extra 
new bits and bobs 
include Team Battle, Final 
Battle, Survival Modes 
and even the ability to 
avoid air-attacks and 
throwing. 


Basically, if your tactic involves 
you running off to go and hide in 
the corner of the screen and 
hope your opponent won’t see 
you (how ridiculous), and just 
keep blocking his attacks, 
the all-new Guard Power 
Gauge quickly empties and 
you’re left feeling very vul¬ 
nerable. The Guard Power 
Gauge varies in length 
depending on which of the 
‘isms’ you chose before the 
fight and your character’s 
overall power. Once the 
gauge has been drained, it 
takes a little time for it to 
refill, so if you’re thinking 
of running away, this is a 
good time. 

Packing New Punches 

There are also fresh new moves to 
get used to in Street Fighter Alpha 
3, including aerial attacks, taunts, 
crossovers, recoveries and Alpha 
and counter attacks for huge great 
multi-hit combinations (sounds 
good just saying it). The offensive 
moves are also new this time 


- ■ i 




round; you’ve got two-in-ones 
which link combos through super 
moves. Pop-up throws mean 
you can do a multi-hit assault. 
If you’re knocked over by an 
aerial attack or thrown you 
can now make use of roll, 
tech and air recoveries, and 
the list goes on... 

The 2D graphics are 
as gorgeous as we’ve 
come to expect from 
Street Fighter, probably 
because they’ve used the 
same graphics engine and 
mechanics as in previous 
games. The loading times 
are also almost non-exis¬ 
tent, which means there’s 
no more eager tapping of 
fingers while you wait for your 
next fight to start. All these plus 
new background music and 
revamped options menus makes 
this game a little treasure. 

But surely there must be some 
bad points somewhere? One might 
be that Capcom could have spent a 
little more time working on the 
game itself rather than concentrat- 











Good to Capcom are stili including those scantily-clad women fighters - NOT! 










ing mainly on all the new game 
modes, and although I said that 
the graphics were stunning, maybe 
they could have worked on one or 
two things as sometimes the ani¬ 
mation seems to miss the odd one 
or two frames. To be honest, it’s 
hard to find a lot to have a moan 
about. Nothing has ever, and 
maybe won’t ever come close to 
the legendary Tekken 3, though 
this 2D game has a good go. Street 
Fighter fans will be overjoyed with 
Alpha 3, as were we. 

Claire Webster 


FTo 


IV 


IV 


Big, bright, bold and full of solid 
beat-’em-up business. Isn’t the 
Street Fighter series a little long in 
the tooth now, though? Surely 
Capcom could come up with a new 
brand after so many years. Still, 
there’s no denying this Street 
Fighter outing is pretty cool. 

Saul Trewern 
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I t’s 50 BC and Gaul is entirely 
occupied by the Romans, with 
the exception of one small vil¬ 
lage which has managed to defend 
themselves up to now. Their secret 
weapon is a magic potion concoct¬ 
ed by the village’s much-respected 
old druid, Getafix. However, he is 
running short of the vital ingredi¬ 
ents needed for his next batch. So 
guess what? You have to help 
Asterix and Obelix on their expedi¬ 
tion to search for these ingredi¬ 
ents, which are scattered through¬ 
out the four corners of Gaul. There 
is only one way to find all the 
ingredients, and that’s to 
explore all of Gaul and con¬ 
quer all the ter¬ 
ritories 
owned by 
Caesar’s 
legions. 
After 
an 


entire day playing this game 1 came 
to the conclusion it has similarities 
to a game of chess. Okay, so you 
haven’t exactly got chess pieces to 
move around the board, but it does 
involve thinking tactically about 
your move and trying to predict 
what the opposition is planning to 
do on their next go. 

The story aside, the principle of 
this game is simple. At the begin¬ 
ning of your move you are given ten 
helpings of magic potion to distrib¬ 
ute between the provinces that you 
own, which is only the village at 
this point. Once you have deployed 
your ten rations, you can begin 
your attack, though it has to be 
against an area next door to you. 

So you extract potion from the vil¬ 
lage and send it over to a Roman- 
owned territory hoping that the 
battle ends with you victorious. But 
be warned; the more troops Caesar 
has on each territory, the more 
potion you must send over to win. 

Once you’ve gained ownership of 
a Province, it’s crucial you give it 
enough potion to withstand an 

enemy attack, as Caesar’s 
legions try and take them back. 


VERSION PRICE PLAYERS PERIPHERALS 

UK £39.99 1 Memory Card 

lt*s a strategy game for the 
lighter hearted, There*s no domi¬ 
nation of the whole globe, just 
the opportunity to throw a few 
Romans and take rightful owner¬ 
ship of Gaul. Claire Webster takes 
on the challenge... 
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IT GIVES YOU WINGS. 


While playing the platform 
levels there are, pre¬ 
dictably, many things to 
pick up that help you. 
Below are what each of 
them are and a description 
of what they do. 


ENERGY BAR 

The energy level you have at the 
beginning of the game varies 
according to the amount of magic 
potions you use to attack that key 
territory. Your energy increases if 
you collect the bonuses. When 
Asterix and Obelix have no ener¬ 
gy left, your attack fails and you 
return to the strategy game. 

BONUS 

If you hit 
one of these 
boxes you 
find bonus 
coins 


WINGS 
Find some of 
these and you 
can make 
Asterix fly 
through the 
air with the aid of his winged hel¬ 
met. But be careful, as you have 
a limited amount of time. 

COINS 
If you collect 
these coins you 
gain extra 
potion units for 
the strategy. 


CAULDRONS 

The cauldrons 
you collect 
increase Obelix’s 
energy level. 











After you 
have made all your 
attacking 
moves, 
you can 
adjust the 
amount of 
potion 
each of 
your areas 
have, by 
moving an 
amount from one to the other. It 
seems from the beginning that it 
isn’t going to be a very fair match, 
as Caesar has far more territories 
and he also seems to make more 
moves than you can. But as you 
progress you find it doesn’t take as 
much work as first thought, as he 
doesn’t have many troops on the 
land he does own. 


Two for the Price of 
One 

But this game isn’t just about pour¬ 
ing potion from one pot to the 
next; there’s also some platform 
adventures and sub-games added 
as an extra ingredient. When 
Asterix goes to attack a ‘key’ terri¬ 
tory, the only way you can gain 
control is by finding the hidden 
ingredient. There are seven key ter¬ 
ritories In all, including The Forest, 
Narboa, Carnac and Aquae Calidae. 
Once you have conquered all 
seven, an eighth is revealed. Some 



Not exactly for the hardcore 
strategist but very addictive 


of the platforming levels are harder 
than others, and the graphics real¬ 
ly aren’t too impressive; Asterix 
and Obelix are able to walk 
through walls and trees for some 
reason, but I must say it’s a great 
improvement on the preview ver¬ 
sion I played. 

One thing I was very grateful 
about is the ability to save the 
game at any point as the battle can 
turn around quite suddenly if you 
make a silly mistake. It’s advisable 
to save once you have collected 
one of the key ingredients as it Is 
possible for Caesar to gain back 
the territory If you don’t guard it 
with enough magic potion. It also 
takes an extremely long time to fin¬ 
ish the game. By the end of the 
working day I owned around 50% 
of Gaul, and that was on the easy 
difficulty level! 

Asterix does have a lot going for 
it. It’s not exactly one for the hard¬ 
core strategist, but it is very addic¬ 
tive and the platform levels break 
the monotony when there is any. 
The only thing it could improve 
upon Is the graphics, but for a 
strategy game I wouldn’t necessar¬ 
ily think it was too important, so 


for that it can be forgiven. Normally 
I wouldn’t be too chuffed to play a 
game such as this, but on this 
occasion I’ll make an exception and 
say I’m darn impressed! 

Claire Webster 


!\i 


IV 


This has come as a bit of a shock 
to me. On being handed an Asterix 
game I’d normally expect a plat¬ 
form malarkey, but what I got was a 
strategy game. And not a bad one 
either. But if I have to play a strategy 
game, I’m afraid it would have to be 
C&C, and not this. 

Russell Barnes 


THE SCORE 

^ GRAPHICS 

B 

^ SOUIVD 

7 

^ GAIUEPLAY 

8 

^ LIFESPAIV 

78” 

8 

/a 
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It doesn’t always take two fighters to down The Incredible Hulk, but there’s 
nothing wrong in making sure the odds are in your favour. 


PUBLISHER DEVELOPER GENRE RELEASED VERSION PRICE PLAYERS PERIPHERALS 

Virgin Interactive Capcom Beat-’em-up June ’99 UK £39.99 1-2 Memory Card Dual Shock 


Last month*s Street Fighter Collection 2 didn*t do much to impress. 
Maybe Marvel Super Heroes Vs Street Fighter can score higher with Saul 
Trewern, or is he about to be trampled by another Capcom cash cow? 


Marvel Super Heroes 
Vs Street Fighter 


M arvel Super Heroes Vs 

Street Fighter may well be a 
cash-in on an exhausted 
licence, but this latest Capcom 
cash cow offers something that 
Street Fighter Collection 2 sore¬ 
ly lacked. Class. That’s right, 

Marvel Super Heroes Vs Street 
Fighter is a classy cash cow. 

In fact the fluid, solid, fast- 
paced and exciting game- 
play does enough to even 
forgive the fact that the 
Street Fighter licence 
has been milked more 
than Farmer Palmer’s 
herd of prize Fresians; 
enjoy this for the top 
slice of 2D beat-’em-up 
action that it is. 

Between both the Marvel posse 
and the Street Fighter brigade you 
get 17 characters to pummel away 
at each other. All the favourite 
Street Fighter characters make an 
appearance, including Ryu, Chun Li 
and Akuma, while on the Marvel 

The screams, 
shouts and 
roars are as 
good as 
anything from 
Tekken 



side of the fence you get to play 
Wolverine, Spiderman or Captain 
America amongst other less well 
known faces. Well to me anyway, 
‘cos I’m not a fan of the comic 

books, but even so. It’s fun to 
play as the all-conquering 
superheroes that have 
graced the world’s 
comic book stands for 
decades. 

All of the characters 
have a devastating 
array moves with 
which to batter oppo¬ 
nents, and in the usual 
Street Fighter fashion, 
these can all be strung 
together to form com¬ 
bos for maximum devastation. Also 
in Street Fighter fashion, there are 
a number of extra-special moves 
that each character can pull off. 
Succeed In hitting the right combi¬ 
nation and you’re rewarded by a 
huge, very stylish picture of your 
character, a multitude of multi¬ 
colour flashes and then the anima¬ 
tion for the move. This could be 
anything from a physics-defying 
flying kick to an extra-strong fire¬ 
ball. All have many times the 
power of normal hits which Is why 
you have to build your power meter 
before you’re able to unleash them. 

Class Act 

This Is all well and good. Most 2D 
beat-’em-ups have more than 
enough moves, special moves, com¬ 
bos and animations. So what makes 



M Bison and Dan get the double team tactics going in full force. 






DAMAGE O 

TOTAL DAMAGE O 

CCMEO HITS Ox O 

CCMEO DrfVtAGE Ox O. 


The training mode is very weicome as some of the special moves can be 
extremely tricky to puli off. 
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Ryu launching a devastating special attack that finishes most opponents off if they have less than half their energy left 



this so special? Well, as I said, the 
action on Marvel Super Heroes Vs 
Street Fighter oozes class. Maybe 
it’s the fact that Capcom have had a 
lot of practice by producing so many 
Street Fighters. No matter how they 
got here, though, there’s no denying 
that the nail has firmly been hit on 
the head this time. 

All this talk of class, however, 
isn’t exactly why Marvel Super 
Heroes Vs Street Fighter is different 
from the rest of the zD beat-’em- 
ups. That’s really down to something 
called Cross Over Mode. Instead of 
choosing one character at the start 
you have to choose a back-up fighter 
who can help you out when called 
upon in a fight. This opens the doors 
for all sorts of cross move, and team 
gameplay. It’s only in the Cross Over 
battle that this theme really shows 
its true spirit. Instead of your back¬ 
up player simply coming in for a few 
seconds to help you out of a tight 
spot (as in the arcade modes), you 
actually get to play tag-team beat- 
’em-up. You have to work out whole 
new strategies like when to rest and 


use your fighters and a bout can go 
on for an absolute age if you play 
your cards right. 

On top of the Cross Over battle, 
Capcom have had the forethought to 
include a Heroes battle where you 
can pit the Heroes against the Street 
Fighters. Alternately, if you want to 
mix and match, just go for arcade or 
the superb two-player battle. You 
can also choose whether to play any 
of the different battle modes on 
turbo or normal speed as well as 
changing the style and difficulty of 
control to suit your skill level. 

Cartoon Violence 
Rules 

What of the gameplay itself though? 
Well, although I’m an avid Tekken 3 
fan, I must admit that I have been 
sufficiently drawn into this lightning 
fast zD world of cartoon violence. 
The game really is about as fast as 
they come so it’s lucky the response 
time of joypad Input to on-screen 
action is fast enough to keep up. 
This means no mortifying delay 
between button press and move as 


THE GALLERY. 


As an extra, Capcom have kindly 
included an artwork gallery for 
your perusal. Problem is, at the 
start you only get one (admittedly 
superb) picture to gaze at. To fill 
the rest of the gallery you have to 
complete the game several times 
over. This may take you some 
time, but that’s not a problem 
when the 2D fighting action is so 
rewarding in itself. The picture 
just serves as a pretty bonus. 



I whole-heartedly recommend 
you give it a go 


seen on many 3D fighting games. 
This translates into a mega-hectic 
but controlled fight that almost 
looks impossible to anyone watch¬ 
ing. When they pick up the pad they 
see that although what going on 
looks frantic, it really Is easy to con¬ 
trol your character’s movements, 
making this one of the most 
playable fighters about. 

The hectic on-screen action is 
backed up by some astoundingly 
high quality visuals and anima¬ 
tions. The variety in characters and 
backgrounds and the explosion of 
colour on screen makes you feel 
almost as if you’re watching some 
kind of Japanese cartoon, which is 
pretty cool really, when you can 
control the destiny of your charac¬ 
ters. Marvel Super Heroes Vs Street 
Fighter looks so good, though. I’m 
sure there really is nowhere for the 
zD beat-’em-up to go in terms of 
eye candy. Shame that. 

Same goes for ear candy too. 

The screams, shouts and roars are 
as good as anything from Tekken, 
but it’s the sound of punches and 
kicks landing that really make this 
an aural treat. These effects have 
been so well crafted that at times 
you can almost feel the blows rain 
down on the unlucky punch recep¬ 
tacle. This is helped a great deal if 
you have a Dual Shock pad as 
Capcom have kindly made the 
action vibration compatible. Cool. 

Fundamentally, I’m against zD 
beat-’em-ups. I think games this 


late in the PlayStation’s life should 
be looking forward and not back¬ 
ward. However, Marvel Super 
Heroes Vs Street Fighter is a for¬ 
ward-looking zD fighter. This has 
forced me to face up to my zD beat- 
’em-up phobia. In doing this I’ve 
found a whole world of high-speed 
cartoon violence that I would other¬ 
wise have missed out on. Which is 
why I whole-heartedly recommend 
you give it a go too. It may not be 
3D, but it’s a bloody good scrap. 

Saul Trewern 


IM 


l\l 


Being a huge Marvel fan I knew I 
was going to love this game. It 
wasn’t until I actually started play¬ 
ing, though, that I realised how 
good it really is. 2D cartoon beat- 
’em-up stuff at its best, and Saul 
should have scored it around the 
90 mark. 

Ian Osborne 


THE SCORE 


^ GRAPHICS 8 

^ SOUIVD 8 

^ GAMEPLAY 9 

^ LIFESPAIV 8 


8E% 
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PLAYERS 


PERIPHERALS 

Memory Card Analogue Pad 


PUBLISHER DEVELOPER GENRE RELEASED VERSION PRICE 

Virgin Interactive Capcom Beat-’em-up Out Now UK £39.99 

Entertainment 

IVs another offering from Capcom; the second this Issue, But how 
does this new instalment of the series fare against 
its predecessors? Claire Webster has found out,, 

Darkstalkers 


A lthough the Darkstalkers 
series comes from the same 
family as the Street Fighter 
offerings, it has never really been as 
popular, which probably has some¬ 
thing to do with its scary comedy 
characters. It’s certainly as colourful 
as Street Fighter II and its 2D graph¬ 
ics could also be mistaken for it, but 
there’s no doubt in my eyes that 
there are some significant differ¬ 
ences; and they’re not all good. 

In a funny sort of way, the first 
thing Darkstalkers 3 reminded me 
of was Bloody Roar, with its 
strange-acting characters. But what 
do I mean by that? For starters 
they’re all very funny-looking, like 
they’ve all once been stars in some 


horror movie or other. Their moves, 
special or not, are unique to say 
the least. Huge great swords chop 
you Into small pieces and Egyptian 
Pharaohs mummify you, to name 
only a mere two. 

Freakshow 

There are 18 of these weird and 
wonderful characters to fight with, 
and like in Bloody Roar, some of 
them are half animal, half human, 
like the lady cat and the male wolf. 
They don’t, however, morph from 
one to the other, which on reflec¬ 
tion doesn’t do It any great injus¬ 
tice. All 18 characters have very dif¬ 
ferent moves, and believe me when 
tell you it takes you literally hours 


Darkstalkers 3 has plenty of 
both good and bad points 


to work out the various combos for 
each. However, when you do find 
them, they’re pretty spectacular. 

It’s no wonder that the inevitable 
Training Mode is there to help you 
along in trying to figure out your 
character’s special moves, and it’s 
good fun having an opponent who 
doesn’t fight back for a while. 
Capcom have stuck with their usual 
features such as their juggles and 
Super Meters, where powers are 
gradually built up and then 
released in Super Moves. You also 
have the ability to string all of the 
special moves together, which is an 
added advantage, as it seems to 
add something to the game; an 
extra ingredient, you could say. 

All of the usual game modes you 
would find In a beat-’em-up are pre¬ 
sent, such as Arcade and Versus. If 
you opt for two-player, you’re also 
able to choose which stage you 
would prefer and as with the char- 
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acters, they’re all rather strange, 
with equally strange names such as 
Concrete Cave, Vanity Paradise and 
Iron Horse, Iron Terror. My particu¬ 
lar favourite is the one with the 
moving train - again, it adds a little 
something different from the usual 
static backgrounds. 

Fast Moving 

There’s also the not-so-mainstream 
mode called ‘Original Character’, 
where you can edit your fighter. It’s 
mainly just their clothes that you 
can change to different colours, as 
you do with the boxers in such terri¬ 
ble games as Knockout Kings. Apart 
from that there isn’t any difference 
in the gameplay between this and 
Arcade Mode, where you just move 


from stage to stage facing a new 
opponent each time. Unlike other 
beat ‘em ups there isn’t a pause in 
the game following each round, and 
the energy bars don’t get replen¬ 
ished at the beginning of each 
round either. In other words, it’s just 
one, long continuous scrap until one 
fighter loses his energy bar twice. 

The 2D graphics and animations 
are faultless, and each character 
seems to use literally hundreds of 
frames; the screen becomes full of 
fists and legs flying everywhere 
which sometimes looks a bit 
messy, but with such strange 
moves and combinations I suppose 
that’s bound to happen. 

All in all, Darkstalkers 3 has 
plenty of both good and bad points. 


There aren’t enough game modes 
to keep you happy for very long 


FEARSOME FIGHTERS... 


All of the characters in 
Darkstalkers 3 are quite 
weird-looking as you can 
see from this gallery of 
just five of them. They 
each have very individual 
moves. Here are some of 
them explained: 


BABY BONNIE 

HOOD 

This about the 
only non-scary 
character out 
of all of them. 

In fact she’s 
quite the oppo¬ 
site. She 
bounces 
around the stage and her moves 
consist of kissing her opponent 
wildly after jumping on them from 
behind, swinging her pretty bas¬ 
ket at them and in total contrast, 
she sometimes even pulls a gun 
out from under her cloak. They’re 
all very interesting to watch 
though it’s such disgraceful 
behaviour for a young lady. 


ANAKARIS 
The Egyptian 
Pharaoh. This 
character’s legs 
and arms 
stretch a con¬ 
siderable dis¬ 
tance to trip up 
the opponent, 
and he can 
send caskets to drop on your 
head to order. One very nice 
move is when he mummifies you. 


LILITH 
Her main 
weapon is her 
razor-sharp 
wings that she 
uses to jab her 
opponents 
painfully. One 
of her special 
moves involves 
her arms and legs turning into 
huge axes which can slash the 
other player in half. 


JEDAH 
This character 
is very prim. 
When he fights 
he keeps one 
hand religiously 
on his hip 
whilst slashing 
his opponent 
with his Freddie 
Kruger fingers which turn into 
blades. Like Queen Bee, he can 
also fly and attack from above. 


QUEEN BEE 

Of course, this 
character uses 
her deadly 
sting to injure 
her opponents 
and she also 
has the ability 
to fly. A nice 
touch is when 
she produces a beehive from her 
hands and sends her troops to 
sting you to death. 



The characters are original, as are 
their moves, but it’s very hard to 
get a grasp of which character can 
do what. There really aren’t enough 
game modes to keep you happy for 
very long; maybe a story mode or 
something similar would have been 
nice. Also it’s living in the shadow 
of its relative Street Fighter Alpha 
3, reviewed this very issue as it’s 
less recognised and basically a less 
enjoyable beat-’em-up to play. Add 
it to your collection if you loved the 
first two games, but leave it alone if 
your after a more of an impulse buy. 

Claire Webster 




R a p i fy i o w 

H it may be a case of far too many 
Urn games by Capcom this month, 

H and this one is the worst of the 
U three. If you want to know about 
H one of the best turn to Page 54; 
^ only then will you really find the 
truth about what a good beat- 
’em-up should be. 

Russell Barnes 


UJ 

111 


THE SCORE 


^ GRAPHICS B 

^ SOUIXID 5 

^ GAIVIEPLAY 5 

^ LIFESPAlXi 5 


65% 
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tXCElltNT TliWi* 

On winning a round you always get some kind 
of cool and often cheeky animation. 



PUBLISHER 

DEVELOPER 

GENRE 

RELEASED 

VERSION 

PRICE 

Sony CEE 

Melbourne House 

Future Sports 

Out Now 

UK 

£39.99 


PLA YERS PERIPHERALS 

1-4 Memory Card Dual Shock 

Analogue Pad 


Bloodlines throws you into a world of extreme violence and the game 
of tag. Would Saul Trewern rather be playing hopscotch, though? 


Blood Lines 


F uture sports games are a bit 
hit and miss. In fact, the only 
decent one the PlayStation 
has seen is the ultra-violent Dead 
Ball Zone. Nothing has matched 
the speed, finesse and pure 
playability of the Bitmap 
Brothers* Atari ST and Amiga clas¬ 
sic Speedball 2. And with a 
Bitmap Brothers-programmed ver¬ 
sion of said classic already 
announced for the PlayStation, 
Blood Lines is on a bit of a loser 
from the start. 

It doesn’t help that it’s simply no 
fun to play. The premise itself was 
a bit of a gamble. Throw the kid¬ 
dies’ game of tag into a post-apoc¬ 
alyptic future sports game. Okay, 
some of the simplest ideas makes 
the best games, but tag? 

After choosing one of the Mad 
Max street cool-style characters, 
you and another CPU character or 
up to three other human players 
enter one of tbe many future 
apocalyptic arenas that make up 
the Blood Lines playing area. The 
style of these arenas is very simi- 

Some of the 
best ideas are 
simple. Just 
not this one. 



lar to those found in the strate¬ 
gy/action game The Unholy War. 
In fact, the combat action is very 
similar to The Unholy War, only 
without the strategy element. 

Anyway, once you get the green 
light it’s a straight-out race to 
reach one of around five coloured 
vortexes within the arena. The 
first person to reach any vortex 
then becomes ‘it’. The ‘it’ person 
then has control of the vortexes, 
making it their job to run through 
all of them to win the round. The 
other player’s job is to catch the 
‘it’ person and give them a pum¬ 
melling and become ‘it’ them¬ 
selves. And that’s basically about 
it, besides a few weapons and 
power-ups to help you out. 

Future Faux Pas 

The biggest faux pas on the 
development front is not making 
enough out of the hand-to-hand 
fighting aspect of the game. By 
adding a beat-’em-up feel. Blood 
Lines could have been made far 
more interesting and involving. 
Instead all you have to do when 
you catch an opponent is hammer 
the ‘X’ button to beat them. Why 
there couldn’t be some proper 
one-on-one action I don’t know. 

As it stands, though, the whole 
game becomes one huge button¬ 
bashing fest as you dart around 
the arenas in a bid to run through 
vortexes. 




To the casual observer Blood 
Lines actually looks like a great 
game. The graphics and camera 
movement are spot-on and the 
sheer speed of the action on screen 
is a sight to be seen. On playing, 
though, the casual observer 
becomes the casually bored and 
frustrated. 

And at the end of the day, some 
of the best ideas are simple. Just 
not this one. 

Saul Trewern 




UJ 


O P I l\l I O IM 

I saw this a few months back and 
thought that it looked interesting, 
but I can now safely say I was mis¬ 
taken. Space-age ‘tag’ is not a 
good idea for a videogame, and it 
never will be. Sorry. Future hop¬ 
scotch though - that’s an entirely 
different matter... 


\I\ 


Claire Webster 


THE SCORE 


^ GRAPHICS 7 

^ SOUIMD G 

^ GAMEPLAY 4 

^ LIFESPAIXI 3 


45% 
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Cltir Clear Clear 


Colours available 


Digital, dual analog and dual shock compatible 
8 fire buttons. 

Auto Fire. 

Advanced Design. 


‘Gharttrak - September 1998 


Robust soft touch carry case carries: 

Console, Controllers, Memory Cards 
^ Games, Cables & Accessories 


Also 1MB also available 
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Fire International Ltd. 

Unit 15, Shaw Wood Business Park, Leger Way, Doncaster, DN2 5TB. 

Tel: 01302 321905 Fax: 01302 322061 Email: blaze@fire-international.ltd.uk 


Blaze products are available from selected stores including; 
Currys, Dixons, Electronics Boutique, HMV, John Menzies, 
MVC, Our Price, Toys 'R' Us, Virgin, WHSmith and all good 
retail stores. 


2MB/4MB Memory Card for PlayStation 
True memory sizes. 
No troublesome data compression. 

Easy to use. 
2MB with up to 30 game saves. 
4MB with up to 60 game saves. 





























^ hybiid that enures both elsrnnts 
of gpmi^tc^f and throws in a iBty 
mor»k)f shoot-’-am-up to boot. Well 
notas haitl as you’d think when 989 
Sfeidios are on the case... 

Syphon Filter throws you into 
the army-issue boots of ace espi¬ 
onage and combat hero Gabriel 
Logan. His mission, as is the norm 
in any action game, is to save the 
world. This time, though, the threat 
comes In the form of a deadly 
virus, code-named Syphon Filter; 
hence the games title. 

The action takes place in third- 
person 3 D with a camera angle 
much like that of the Tomb Raider 
games. This allows you to see all of 
Logan’s actions (of which there are 


t into Syphon 
Fttter that you reallse-ju^^itDw 
the game-engine holds up agohifit 
its peers, though, fn feet I’d say it 
even outdoes Tomb Raider and 
Metal Gear Solid in some areas. 

Syphon Fitter Solid 

Still, to come out tops against the 
above games Syphon Filter has to 
have the gameplay to back up its 
solid technical foundations. Which, 
I’m glad to report it does, and then 
some. The action is an almost-per- 
fect balance between three key 
areas; full on action, 
exploration/puzzle solving and tac¬ 
tical espionage. 989 Studios have 
managed to seamlessly blend 
together all three aspects to make 


fpjihw in yes. " 

le starts with you 
into the ep^ntre of a 
herse Bre^ightin the centre of a 
high-rise city^ I have to confess I 
star t ed out pteying the game as a 
pure shoot-’«m-up, but it wasn’t 
until I started to use my grey matter 
that Syphon Filter really came to 
life. Instead of steaming In guns-a- 
blazing, I found that it’s far more 
fun, and ultimately more satisfying 


matuiai atrnmg system - which can 
give some terrifically gri^ome 
results. Mdtng Ll brings up a set of 
manual crosshairs which allows you 
(usually from cover) to take out an 
unwitting assailant from a safe dis¬ 
tance. What makes this even more 
satisfying, though, is that you can 
choose exactly where you want to 
shoot them. If you want a quick, 
clean kill, simply go for the head 
shot which results in a lovely spurt 
of blood from the skull as your tar¬ 
get slumps to the floor. If you’re in a 


A hybrid of many different game- 
play styles that gel together 
better than any game that’s 
attempted the same strategy 



Here our hero pulls himself across a girder then drops through a huge glass dome into a room full of terrorists that need to be dealt with, quickly, and severely. 
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FLEMMtNG, EAT YOUR HEART OUT. 


Holding the superb Syphon Filter gameplay together is 
almost a film’s worth of highly polished CG storyline. The 
story intro kicks off in a dense jungle at the beginning of 
the game, but you get a fantastic-looking CG cut scene that 
progresses between each level. I don’t want to give too 
much away on the storyline front, but I can tell you if you’re 
a fan of James Bond-style movies, the Syphon Filter story¬ 
line has you hooked from beginning to end. 


Every level starts off with you talking to your partners over the radio 
whilst the camera pans in to meet your position. 


I >-> 

Action often unfolds at lightning speed. As you approach the door two ene¬ 
mies come bursting through guns-a-blazing. Pump action time methinks. 


Watch out for the man on fire. Get too close and it’s barbecued special 
agent for you. 



ihun^j 

shogun and bury a 
the chest sid watch tf^ pure ^ 

lift your tai^et off the floor and 
ag^tTTSt a wall in true Hollywood 
action movifi^te. There’s a wealth 
of weapons to use throughout the 
ganfiOiWhich allows you to constant¬ 
ly find new ways to take out your 
often very intelligent opponents. 

Most levels offer an entirely new 
mission style. This could be any¬ 
thing from fighting your way 
through a massive city park, diffus¬ 
ing bombs and rescuing hostages 
as you go, to sneaking through an 

Hiding in 
shadows has 
never been so 
much fun 


i^i^r as^smatin^i 
^< gct.Tho most n 
are definit0ty the ones that ^ 
a stealthy approach. This islls^ 
profTiinent in the Catacombs level 
where^e only way to complete the 
mtssion is to fellowra guard through 
the special palm print access doors. 
The level is teaming with sentries 
your guard walks past and often 
talks to. You have to be sure not to 
make anyone aware of your pres¬ 
ence which means finding routes in 
the shadows where you can silently 
execute the sentries but still keep 


itwh 
epthen 

rtently. heep-you 

Top Tacticat Espionage 
Action 

The gameplay may be up to, and 
above the admittedly excellent and 
Superb standards that Metal Gear 
Solid has set but Tm afraid the gen¬ 
eral visual quality doesn’t quite 
match up to Konami’s classic. The 
game engine is as solid as Solid, 
but in pure visual flare Syphon Filter 
has to bow down. The graphics 
aren’t bad, however. All of the levels 
are solid and it’s hard to believe this 
many different environments can fit 
onto one measly CD. The lighting is 
also of note. Hiding in shadows has 
never been so much fun, neither has 
shooting out searchlights to make 
your progress much easier. There’s a 
wealth of special effects including 
explosions to die for, transparent 
clouds of gas, tracer bullets and 
enough splurting gore to keep the 
most ardent Resident Evil fan happy. 

Syphon Filter has proved to be 
something that’s very rare in the 
world of PlayStation gaming - a 
huge surprise. When I first started 
playing I thought I was in for an 
average shoot-’em-up romp, but 
what I got was a hybrid of many 


you have yopr Ptay^lation^It 
at bKirt, though, {he official UK " 
version is on its way. You’ll be wait^^^S 
ing a while, but it’s be worth it. ^ 

Saul Trawern 


This one offers some serious vari¬ 
ety in terms of its missions. Some 
require stealth, others action, and 
there’s an incredible range of 
tasks to pursue. Graphics are 
solid and fluid, and there’s always 
something to do. This could be the 
game of the Summer. 

Ian Osborne 


THE SCORE 










93% 
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n|^ 4 s YOU PUKSUB rotfff HOBBY YOU Will UMOOUBTBDLY COHSIDBR BUYIMO 

K^oub oambs from lots of diffbrbht placbs such as the high street 
"or other mail order companies* So what makes buyihg from Gameplay 

DIFFERENT TO BUYING FROM ANYWHERE ELSE? WELL, HOW ABOUT THIS,,, 


You should find Gameplay to be the CHEAPEST supplier of Playstation games iiv 
the country. However, if you do find a better price, please ring us and we will do ourj 


best to beat or at least match it. On top of this, we offer a FREE 1 st Class deliveryT^ 
service and we don't charge for membership if you are buying by mail order so there are no^ 


Hidden Charges' 


Every order you place qualifies you for a free 
gift. Our gifts vary regularly and choices 
may include demos, posters^ virtual pets^ etc. 
Please remember to ASK for your free gift if 
you ^ant one! (Limit of one gift per vreek.) 


We try to stock every game available and if it's not in stock when you ring we 
should be able to get it for you fast. Also, with plenty of 2 nd hand games available 
as well as new there should always be something that you're looking for. 


We only sell official UK products and all items are fully guaranteed whether C 
new or 2 nd hand. Every product line that we sell has been carefully tested by our^ 
enthusiastic sales tern to ensure that it allows us to live up to our repuatation for only 
providing the best of everything. Any product that becomes faulty within its warranty- 
period will be replaced hassle free, quickly and efficiently, including return postage. N 


e the qiualiths that have made us 
.m-s im g^si mail oider supplier 
' tffr^puter games. 

« 1 \J AfFGP^ONOT to ' 

. jr P^OMUS? 


WITH COHfIMMCi FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SO FAR! 

rsr CUSS Dfuvunrffffi OF 

CfMJieCTO U.K. MAINLAND. WE 
PROVIDE THE FASTSST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. IPLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJEa TO STOCK). 

1000^ Of TITUS AVAILABU. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES aMD CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CRSDIT CARO Will MOT BE 
DEBITED UMTIL YOUR ORDER 
IS DESPATCHED! 


Everything is sent by first class post so delivery time is normally within 2 


SALES LINES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 

I NO qUIBBU EXCHANGE POLICY 

IF Y(^ ARE UNHAPPY WITH YOUR 
' PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £4), WE WILL 
SWAP IT FOR another ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION). 

ORDER BY CREDIT CARD, CHEQUE, 


working days, or we offer optional next day delivery if you can't wait! pur tougfi 
cardboard packaging has been designed to ensure that your products arrive in perfectNl/^ 
condition and our salesmen are all enthusiasts and do not make commission, so they can give you 
completely impartial advice. Remember, if you don't like it you don't have to keep it so we make 
sure we tell you the truth! Add to this our superbly efficient technical support and customer 
service departments and we are convinced you will find us to be NUMBER ONE! _ _ 


r-y\ OKDtK BY CKtUI I LAKU, LHtUUt, 

^ POSTAL ORDERS OR CA^H (PLEASE 
OLJ SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 


SORRY, NO CASH ON DELIVERY. 


THE WORLD^S MOST POWERFUL CONSOLES 
AT BRITAIN'S LOWEST PRICES! 

Ekgk ■ Rkgk ALL PLAYSTATIONS COME WITH 
a V V 1 ^ W W ONE SONY DUAL SHOCK PAD 

^ tmM m e M M and a playable demo CD 

PRICES INCLUDE FRf 148hf TO MOST AREAS IN THE UK 


J All machines IjouglTTronrCamepaT^reTunyguaramee^DySony and we offer full 
■*^fter sales support. Unlike some of our competitors, we only sell official UK consoles 
backed up by genuine British warranties. If your machine develops a fault within the 
guarantee period, we will either collect it from your door and replace it free of 


cnarge or send an engineer to repair it in your 


£108.99 

’«] Sony Official Memo^Caro^^II^tTIbI 

,£124.99 Fire 2MB Memory Card. |R 

£127.99 Logic 3 Challenger Dual Shock JoYFAii 
,£112.99 Sony Dual Shock Analogue Joypa d...^ 

Cl ‘io oo Saitek Megapad. 

Cl aI oo Xplorer Cheat Cartridge. 

Logic 3 Space Station. 

.£149.99 Logic 3 Carry Case. jUI^h 

Omjtm RGB SCART Cable. 




CAREFREE HOME SHOPPING WITH BRITAIN'S LARGEST 
\ MAIL ORDER SUPPLIER OF COMPUTER GAMES! 


THE PRICE YOU SEE IS THE PRICE YOU PAY 


CHOICE! 


1 GO'S OF PRODUCTS TO CHOOSE FROM 


THE BEST OF EVERYTHING - GUARANTEED! 


IF YOU don't like IT. ..DON'T KEEP IT 


tE WHEN.YOU BUY THE FOUOWING 


Pl^fffSTATION, Dual Shock Pad & Premier Manager '98qs^E , i 
PLAYSTATION, Dual Shock Pad & any game at £ 29.99 or less V , , ^ 
PLAYSTATION, Dual Shock Pad & any game at £ 37.99 or lessiS , \ 
PLAYSTATiOr^, Dual Shock Pad & any other game 
PLAYSTATION, 2 Dual Shock Pads & 2MB memory ca^ ^^^K , , ^ 
PLAYSTATION as above & any game at £ 29.99 or le'ss^^M) , • ^ 
PLATSTA.TION as above & any game at £ 37.99 or ^ 

Pl AYSTATION as above & any other gam e tiwm^I■ il ilntl wtilEl VA'i 

PLUS GET £ ; : J OFF EVERY GAME PURCHASED AT THE SAME TIME!! 



BRITAIN'S LARGEST MAIL ORDER 

PRICE! CHOICE! 



































































TOP DRIVE 3 - Works on 
N64 AND PSX, FULLY 
PROGRAMMABLE WHEEL 
(no pedals), optional GEARSTICK 
AND PEDALS AVAILABLE 
SEPERATELY. £31.99 


^^Alnflatable chairs - the coolest V 
^^^furniture in the world! Very comfy. ^ 
Available in green, orange, and M 
blue. Two styles - Game Throne & ■ 
Tomato chair. £1499 each. 1 
Volcano lamps - experience the^ 
calming hypnotic effect that volcano 
lamps bring to your room. 14 1/2" high. 
Pink, green, orange, purple and blue. £21.99 


STlEiilNG 


■ / mu "AMAGE YOUR PLAYSTATION AND REDUCE ITS LIFEI THIS IS WHY WE 

- mm muv QN- ms77 for more info if you are thinking about buying one. 


SUPPLIER OF COMPUTER GAMES! 

QUALITY! SERVICE! 


SALES LINES 

0113 234 0444 

_ ^ _ 


monday to friday 9.00am to 8.00pm 

Saturday 10.00am to 7.00pm 

Sunday & bank holidays 10.00am to 4.00pm 


TQFQRIYi 

WHEEL & 

PEDALS 
RRP £59.99 
Our Price 
£39.99 


Gearstick 
and 9 
programm- 
aWouttons. 

Leather 
wheel cover. 
Works on 
N64 & PSX 


TQF.QRIVI 

Zy^HEEi & 

PEDALS 
RRP £49.99 
Our Price 

£39.99 


DUAL 

SHOCK 

RUMBLE, 

programm¬ 
able, LED 
}lay, gear 
buttons. 


TOP DRtVE 

PLUS 
WHEEL 
RRP £69.99 
Our Price 
£54.99 


Same features as 
the Top Drive 
wheel and pedals 
but also with a 
DUAL SHOCK 
rumble feature! 
Works only on 
PSX and N64. 


VRFI WHEEL & PB^ALS- Programmable 
buttons.Can be used between your legs 
FOR COMFORT. PSX & N64 £37.99 
MAD KATZ DUAL FORCE WHEEL 
& PEDALS - Dual force 

RUMBLE WHEEL WITH PROGRAMMABLE 
BUTTONS AND LEATHER STEERING 

WHEEL COVER £46.99 
Jordan Dual Force wheel...£42. 


GAMESTER DUAL 
FORCE RSX 
STEERING WHEEL 

Mew built-im Rumble feature adds 

EVEN MORE REALISM TO YOUR DRIVING 

games! Adjustable sensitivity and 
Rumble strength allow you to 
really get the most from all 
your driving games. Mo Batteries 
required! Complete with formula 
1 style gear change and foot 
pedals and suckers to mount 
ONTO A table or FLOOR. 

BA SPECIAL 
SpBXairir OFFER!! 

BUY A 
GAMESTER 
STEERING 

2 


SONY JOYPAD 

Still the highest 

QUALITY SPARE JOYPAD 
ON THE AAARKET 

£9.99 EACH 


SAITEK MEGAPAD 

8 ADJUSTABLE BUTTONS 
WITH Turbo-fire, Auto¬ 
fire & Slow Motion. 
Microswitched D-Pad. 
Our favourite pad! 
£7.99 


CHALLENGER DUAL 
SHOCK PAD 

Replica Dual Shock 
PAD WITH auto-fire & 
SLOW motion. 
Available in grey, 

BLUE, YELLOW OR RED 
£15.99 OR £14.99 WITH A GAMF 


LOGIC 3 
EXPLORER 32 

Replica pad with 
Auto-Fire and Slow 
Motion features. 

£4.99 




SONY 
DUAL SHOCK 
ANALOGUE 
JOYPAD 

Featuring dual 
analogue 

STICKS WITH 
IMPROVED GRIP 
PADS, ENHANCED 
ERGONOMICS FOR GREATER COMFORT AND A 

NEW 2 LEVBL RUmiE FEATURE to 

BRING EVERY BUMP AND CRASH TO LIFE! 

£18.99 OR £ 17.99 with any game 
£12.99 WITHOUT Dual Shock 
SONY 

COLOURED DUAL 
SHOCK PADS 

Available in clear 

BLUE, charcoal, 

clear green and 
crystal. £18.99 OR 


ASCI GRP 

Single-handed 

ERGONOMIC JOYPAD WITH 
PROGRAMAAABLE BUnONS. 

Most EFFsaivE with 

CURSOR-CONTROLLED GAMES 

£12.99 OR £11.99 

ASaiAKADC STICK ^eiHAGAME 
Arcade style stick with 3601 
degree MOVEMENT AND 
MICROSWITCH TECHNOLOGY. 

Most EFFEaivE with 
FIGHTING GAMES. 

£21.99 or 

£19.99 with Tekken Z\l 




ASCII ARCADE JOYSTICK 

Arcade style fighter stick 

WITH independent 
ADJUSTABLE BUHON SPEED 
CONTROL AND AUTO-TURBO 
WHICH FIRES UP TO 36 
PUNCHES PER second! 


£44.99 


£17.99 WITH A GAME 


NAMCO 
ARCADE 
JOYSTICK I 

£34.99 


ASCII ENHANCED 
JOYPAD 

Replica of the Sony 
JOYPAD BUT with AUTO- 
FiRE, Turbo-fire and 
SLOW MOTION. Long 
CORD. £12.99 


DOMINATOR JOYSTICK 

Digital and analogue 
modes. Hat Switch, Auto- 
Fire AND Slow Motion, 8 
Fire buttons, LCD Display 
£19.99 


NEGCON JOYPAD 

Pad TWISTS in the 
MIDDLE TO GIVE THE 
SENSATION OF A 
STEERING WHEEL 

£35.99 


SONY MOUSE 

Ideal for games which 
USE cursor control. 
Comes with mouse mat 
£21.99 

Replica Mouse & mat 
£11.99 


ASCII RESIDENT 
EVIL JOYPAD 

Perfectly configured 
FOR use with Resident 
Evil and Resident 
Evil 2 
£12.99 


FIRE INFRA-RED 
JOYPAD SYSTEM 
Complete with two 8 
button joypads and a 
receiver. Range up to 
18 metres. Requires 
batteries. 

£27.99 


SONY MULTI-TAP 

Allows up to 8 people to 
PLAY at once (pads NOT 
included) £18.99 

JOYPAD EXnNDER CABLE 
£5.99 OR £4.99 each for 2 or more 


LOGIC 3 UNIVERSAL 
CONSOLE CARRY CASE 

Cushioned interior, 
partitions and pockets, 

DURABLE lightweight 
AND WATERPROOF. 


BLAZE PLAYSTATION 
CARRY CASE 

Very strong toughened 

PLASTIC BRIEFCASE-STYLE 
CARRY CASE. MOULDED 
INTERIOR HOLDS YOUR 
CONSOLE, 3 JOYPADS, PLUS 
GAMES AND CABLES £19.99 


LOGIC 3 SPACE 
STATION 

No more sprawling, 
mess on the floor of 
your living room or 
bedroom! The 
Space Station 
neatly holds your 
console and 
[oypads and makes 
a stylish piece of furniture. 2 stop 
drawer allows instant access. Comes 
with a FREE 8 rack game CD holder 
(Disk Station). Only £17.99 


Datel 360 Slot (24MB) Memory Card £21 
Datel 720 Slot (48MB) Memory Card £24, 
Datel Virtual Memory Card 2000.£29, 

Dust Cover.£7. 

Link-up Cable.£7. 

Replacement RF Lead- comes with a hi-fi 

SPEAKER ADAPTOR AND GUNCON ADAPTOR .£12. 

Hi-fi & Guncon Adaptor.£7. 

AV Multi-out Cable.£12. 

XpLORER X-LiNK PC CONNEC TOR. £9 . 

DISK STATION 
Stylish storage for your 
PSX games! Contains 2 
CD racks, each holding 
UP TO 8 GAMES. £9.99 


The 


GUNCON 

MOST ACCURATE E 


PREDATOR 2 LIGHT GUN 

Auto-Fire, Auto-Reload, 
Auto-speed selection. Foot 
pedal and Superscope sight. 
Recoil, Guncon compatible. 
Gold or Silver. £26.99 or 
£25.99 with a game. 
Predator 1 Gun....£14.99 


I light gun availableH 
I BUT ONLY WORKS If 

_I WITH POINT BLANK &|| 

TIME CRISIS £27.99 


BLAZE . 
AVENGER I 
PRO GUN I 

Includes 

GCon 

ADAPTOR, 
PUMP-ACTION *■ 


PROTECTOR 2 GUN 

Auto-Fire, Auto-Reload, 
Auto-speed selection. 
Recoil, Guncon 

COMPATIBLE. LIGHTWEIGHT. 

£21.99 OR £19.99 

IF BOUGHT WITH A GAME. 


RECOIL, AUTO-FIRE AND RELOAD, 
FOOT PEDAL, AC ADAPTOR £24.99 | 
NEW HRE 
SCORPION 
'YYALTHER PPK" 
HANDGUN. 
Auto-fire, Recoil, I 
Guncon compatible^ 
Very lightweight 

MAKING IT IDEAL FOR SMALLER PEOPLE OR B 
LONG PERIODS OF USE....£16.99 

Nuobn Assjlssin Light Gun....£30.S 


_ SPEiUCER SYSTEMS __ 

The Playstation produces incredible Hi-Fi quality 
sound but this is only output in dull mono tWouqh 
i your TV. To unlock its full potential you need to hook 
up a pair of stero speakers. This is easily done - 
please ring for advice on any cables you may need. 


Maxim 129 

120 Watts PMPO, Surround 
Sound, Loudness Bass System, 
Full Range Tone Control, 
Power Supply. 

£27.99 


Screenbeat Tod 25 

Sits on any portable TV, 25W 
Peak Power, Bass Booster. 

£8.99 


Maxim Woofer System 

300W PMPO, Active Sound, 
Dynamic Bass Super Woofer, 

3D Surround, Satellite Speakers, 
Power Supply. 

£59.99 


Screenbeot SB300 Super 

W,92fgr System 

Active Sound, 1 OOw Peak Power, 
Dynamic Bass Super Woofer, 
Variable Bass Control, Swivel 
Midi/Hi Frequency Speakers, 
Power Supply, 3 Speakers. 

£84.99 


OTHER ACCESSORIES 


OFFICIAL SONY 1MB 
MEMORY CARD 

Available in grey, red, 
black, green and clear. 
£9.99 


1MB 15 SLOT or 2MB 30 
SLOT MEMORY CARD 

Replica of the official Sony 
Memory Card. Available in 
Red, Green, Blue. Black, 

Clear, Green or Yellow. 

Works with every game. 

1MB £6.99 
2MB £9.99 
BLAZE 4MB M^ORY CARD 

4 TIMES BIGGER THAN THE SONY 
MEMORY CARD. WORKS WITH 
GAME EXCEPT PREMIER 

120 SLOT MEMORY CARD 

Eight times bigger than the 
,99 official Sony memory card for 
00 ONLY an extra £5!! (Does not 
’ ” WORK WITH games THAT USE DATA 
,99 COMPRESSION E.G. GRAN TuRISMO, 

00 Premier Manager, Aoua Soccer) 

QQ £12.99 

RGB SCART CABLE 
Improves sound and 

PICTURE QUALITY. 

£7.99 

Also comes with an 

ADAPTOR TO CONNECT YOUR 
PSX TO A Hi-Fi 
£8.99 


CHEATMASTER CARDS 

CONTAINS CHEATS FOR EITHER TeKKEN 
3 OR Tomb Raider 3. When you 

GET BORED OF THE GAME, YOU CAN 
FORAAAT THE CARD AND 
1 MB MEMORY card! 


FIRE XPLORER 
CHEAT CART 

CONTAINS 1,000s OF 
BUILT-IN CHEATS FOR AUL| 
PSX GAMES. YOU CAN 
ADD MORE CHEATS (FOR I 
free!) AS NEW GAMES f 
ARE RELEASED 

£23.99 

XPLORER 

PROFESSIONAL 

Also allows you to 
CREATE YOUR OWN | 
CHEATS! 


Prof. Action Replay I 

CONTAINS LOADS OF BUILT- 1 
IN CHEATS FOR ALL PSX 
GAMES. You CAN ADD 
MORE CHEATS AS NEW 
GAMES ARE RELEASED C 
INVENT YOUR OWN! 

Includes 24MB memo 











































































































































































SALES-Hfi,TLINE,^13 234 04M 


lines open 7 days a week 



A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


ADViNTURE / ROLE PLAYING 


Dfscwor/d Noir takes 
you to the darker side 
of the Discworld. Set 
in the city ofAnkh- 
Morpork, you play 
Lewton, a private 
investigator. Familiar 
characters such as Death, the Patrician/ 
Vimes and Nobby are all here and the 
game is filled with Pratchett humour. A must for all 
Discworld fans! RRP £44.99 Our price £31.99 

Give AWAY!! We've got a signed set of 
Discworld books to give away! To enter, simply 
order your copy before 15th May and the winner 
will be drawn from a hat. __ 

Alundra .91% PY, 91% PP.£19.99 

AZURE Dreams .70% PY, 67% PP.£28.99 

Breath of Fire 3.80% PY, 84% PP.£27.99 

Broken Sword 2 .90% PY, 91% PP.£29.99 

City of the Lost Children .78% PY, 68% PP.£37.99 

Discworld 2.80% PY.£34.99 

Discworld Noir.Due May. £31.99 


IMB MEMORY CARDS £4.99 

WHEN BOUGHT WITH A 
GAME! 2MB MEMORY CARDS 
£8.99 WITH A GAME! _ 

Yo assist in choosing the right game for you, 

» have included review scores from both Piay 
and Playstation Plus, two of the country's leadind 
agazines. PY=Play, PP=Playstation Pius. ^ 





SOUL REAVER ^^UARDIANS CRUSADE'"^ RIVEN 

Excalibur .86% PY.£24.99 

Final Fantasy 7 .93% PY, 97% PP. £39.99 

Granstream Saga. 76% PY, 55% PP.£29.99 

Guardians Crusade.Due May. £31.99 

jngsfield .61% PY.£24.99 

Legacy of Kain .81% PY, 92% PP.£21.99 

Legacy of Kain Soul Reaver Due 30th April.£35.99 

Magic THE Gathering. N/A.£22.99 

Riven .84% PP.£25.99 

Treasures of the Deep .83% PY, 78% PP.£24.99 

'ersailles .10% PP.£19.99 

Wild Arms. £29.99 






Kensai Sacred Fist 
8 Characters 
plus 12 
hidden 
fighters. "It 
certainly packs a 
wallop" -9/10 
Official Playstation 
Mag 



RRP £39.99 
Our price £32.99 


RRP £44.< _ 

Our p rice £31.99 __ 

Auto DESTRua. 84% PY, 77% PP.£16.99 

Bugriders .NM.£9.99 

Burning Road..90% PY . £12.99 

Carmageddon.Due 28th May. £29.99 

Circuit Breakers .81% PY, 80% PP.£21.99 

Colin McRae Rally .93% PY .£32.99 

Destruction Derby .86% PY, 72% PP.£18.99 

Destruction Derby 2.82% PY, 89% PP.£18.99 


Dodgem Arena 

Driver. 

Explosive Racing. 

Formula 1. 

Formula 1 '97... 

Formula 1 '98... 

Gran Turismo.c 

Gran Turismo + Dual Shock Pad.£45.99 

Grand Theft Auto (18+).88% PY, 90% PP...£15.99 


..50% PY..£29.99 

..Due 7th May.£31.99 

..82% PP.£11.99 

..84% PY, 88% PP.£18.99 

..90% PY.£29.99 

..68% PY.£32.99 

..97% PYII! .£32.99 



MOTO COLIN 

RACER 2 McCRAE RALLY NEED FOR SPEED 4 

Grand Theft Auto London Disk (you must have GTA) ...£16.99 

Jeremy McGrath's Supercross 98.67% PY, 52% PP.£18.99 

JETRIDER2.78% PY.£19.99 

MAX Power Racing.90% PP.£30.99 

Megaman Battle & Chase.N/A.£19.99 

Micro Machines 3. 92% PY, 95% PP.£17.99 

Monaco Grand Prix Racing.Due end April.£32.99 

Motorhead.79% PY, 92% PP.£17.99 

Motor Mash.N/A.£19.99 

Moto Racer.86% PY.£18.99 

Moto Racer 2.87% PY, 91% PP.£32.99 

N,0.70% PY, 89% PP.£17.99 

NASCAR Racing '99 .82% PY, 64% PP.£32.99 

Need For Speed 3.87% PY, 89% PP.£18.99 

Need for Speed 4.Due 2nd April.£32.99 

Newman Haas Racing.74% PY, 75% PP.£19.99 

Porsche Challenge.82% PY, 80% PP.£18.99 

Rally Cross 2.83% PY, 79% PP.£29.99 

Rapid Racer.87% PY, 82% PP.£14.99 

Red Asphalt: Rock N Roll Racing 2 ....55% PY. 68% PP.£9.99 


: TEKKEN3 RIVAL SCHOOLS 

Biofreaks.78% 

Bloody Roar.85% 

Bushido Blade.94% 

Dead or Auve.91% 

Dynasty Warriors.71% 

Kensei Sacred Fist.Due 

Mortal Kombat 4.87% 

Mortal Kombat Trilogy.92% 

Pocket Fighter.84% 

Psychic Force.73% 

, Rise of the Robots 2:The Resurrection.88% 

Rival Schools.96% 

Soul Blade.96% 

^Streetfighter Collection.67% 

Tekken.84% 

'|Tekken 2.95% 

Tekken 3 .94% 

LTobalNo.1 .94% 

LToshinden 2.74% 

\Toshinden3 .78% 

\x Men Children of the Atom 78% 

X Men V Streetfighter.82% 

L Zero Divide 2.53% 



TEKKEN 

PY.£12.99 

PY.£18.99 

PY,83%PP.£21.99 

PY.£19.99 

PY, 68% PP.£9.99 

March.£32.99 

PY,.£19.99 

PY,91%PP.£18.99 

PY.£32.99 

PY, 76% PP.£9.99 

PY, 78% PP.£14.99 

PY.£32.99 

PY, 94% PP.£18.99 

PY, 87% PP.£29.99 

PY.£17.99 

PY, 95% PP.£18.99 

PY,96%PP.£32.99 

PY,91%PP.£14.99 

PY.£12.99 

PY, 76% PP.£29.99 

PY.£30.99 

PY.£32.99 

PY.£29.99 


GRAND PRIX 

Ridge Racer 4.Due 16th April.£33.99 

Road Rash.75% PY, 64% PP.£18.99 

Road Rash 3D.76% PY, 80% PP.£25.99 

Rogue Trip.92% PY .£24.99 

Roll Cage .Our Now.£34.99 

Sports Car GT.Due 2nd April.£32.99 

Street Skater.Due 2nd April.£32.99 

Tank Racer.Due April.£30.99 

EST Drive 4X4.54% PY.£33.99 

Test Drive 5.87% PY.£25.99 

TOCA Touring Cars.92% PY, 91 % PP.£17.99 

TOCA Touring Cars 2.92% PY .£33.99. 

Tokyo Highway Battle.73% PY, 77% PP.£15.99^ 

Total Drivin'.84% PY, 86% PP.£18.99 

Vigilante 8.94% PY, 91 % PP.£21.99 

V Rally *Dual Shock*.87% PY, 94% PP.£18.99 

Wipeout .94%PY,78%PP.£18.99 

Wrecking Crew.83% PY.£17.99 

MICRO MACHINES 3 




Akuji the Heartless. 

. 82% PP . 

...£32.99 

Apocalypse. 

. 65% PY . 

...£24.99 

Batman & Robin. 

. 78% PY, 73% PP... 

...£18.99 

) Deathtrap Dungeon. 

. 86% PY . 

...£19.99 

Fifth Element. 

.50% PY, 79% PP... 

...£29.99 

Medievil. 

.86% PY. 

...£31.99 

Men In Black. 

.35% PY . 

...£18.99 

Metal Gear Solid (15+) . 

. 97% PY. 

...£31.99 

Metal Gear Solid & 1 MB Memory card. 

...£34.99 

Nightmare Creatures. 

. 90% PY, 86% PP... 

...£29.99 

Ninja. 

. 78% PY, 82% PP... 

...£19.99 

ODT. 

. 91% PY . 

...£29.99 

Overblood . 

. 86% PY, 76% PP... 

...£12.99 

1 Resident Evil. 

. 95% PY . 

...£18.99 

Tv Resident Evil 2 . 

. 96% PY . 

...£31.99 

|h Running Wild. 

.Due 26th March .... 

....£29.99 

Silent Hill . 


....£31.99 

Small Soldiers. 

. 78% PY . 

....£32.99 


. 92% PP . 

....£24.99 

' \ Tomb Raider . 

. 94% PY, 92% PP... 

...£17.99 

1 \ Tomb Raider 2 . 

. 95% PY; 95% PP... 

...£17.99 

1 Tomb Raider 3 . 

. 93% PY . 

...£29.99 



asteroids 


TINY tank 

.70%.£22.99 

..78% PY.£14.99 

..82% PY.£14.99 

..72% PY.£34.99 

..86% PY.£19.99 

..81% PP.£19.99 


B MOVIE 

Asteroids. 

Bedlam. 

Blast Chamber.. 

Blast Radius. 

B Movie. 

Crime Killer. 

Crusader No Remorse .80% PY, 85% PP.£19.99 

Future Cop LAPD 2100.94% PY, 89% PP.£25.99 

G Darius .88% PY.£28.99 

G Police .84% PY, 93% PP.£18.99 

Hard Boiled .29% PY, 40% PP.£14.99 

One .86% PY, 83% PP.£14.99 

PO'ED .87%PY, 76%PP.£9.99 

. Retro Force. 75% PY.£34.99 

Tiny Tank Up Your Arsenal.Due April. £33.99 

Viper .46% PY.£14.99 




WARZONE 2100 KKND KROSSFIRE POPULOUS THE BEGINNING 
Civilisation 2.Due April.£31.99 

Comaaand & Conquer.79% PY.£18.99 

Command & Conquer RED ALERT.90% PY, 93% PP.£25.99 

Command & Conquer Retaliation.91% PY.£25.99 

Command & Conquer Retaliation + Mouse & Mouse mat.£34.99 

CoNSTRuaoR .88% PP.£18.99 

Global Domination.73% PP.£34.99 

KKND Krossfire.Out Now.£29.99 

Monopoly.75% PY, 78% PP.£28.99 

Populous - The Beginning.85% PP.£32.99 

Risk.81%PP.£29.99 

Steel Reign.58% PY.£29.99 

Theme Hospital.88% PY.£24.99 

Theme Park.86% PY, 85% PP.£18.99 

Unholy War.70% PY, 89% PP.£22.99 

V2000.82% PY.£19.99 

War Games.60% PY, 90% PP.£18.99 

Warhammer 2: Dark Omen85% PY.£18.99 

Warzone 2100.Due April.£35.99 

Worms.92% PY, 82% PP.£17.99 




puzzle 

Bubble Bobble/Rainbow Island .N/A.£22.99 

Bust A Move 2.88% PY, 89% PP.£17.99 

Bust A Move 3.88% PY, 85% PP.£24.99 

-vBust a Move 4.Due 2nd April.£25.99 

I Caesar's World Gambling 2 N/A.£31.99 

7 Chessmaster 3D .68% PY, 87% PP.£19.99 

Devil Dice .85% PP.£29.99 

Lemmings & Oh No! More Lemmings.Out now!.£18.99 

Livewire.Due April. £24.99 

Pet IN TV.77% PY.£29.99 

PoyPoy2.73% PP .£27.99 

Super Pang Collection .53% PP.£26.99 

Yo Yo Puzzles Park.Due April. £30.99 



PlayStation Cheat Line \i 

09066 098050 I 
Over 700 games 
available! 

Calls cost 60p per minute , 
average call time 2.2 minutes . 
Ask permission before calling ! 


BRITAIN'S LARGEST MAIL ORDER 

PRICE! CHOICE! 





































































































































































































































































































































































































113 234 SALES FAX 0113 234 07701 


1 H — "Sff _ — L _ ^ ^ _ 


layUK@aol.coiii 


website hllp://wwwTganieplay.uk.ceiti 



RRP 
£39.99 
>ur price 

£32.99 

Actua Golf 2.80% PY, 83% PP.£17.99 

AauA Golf 3.76% PY.£23.99 

AauA Golf 3 & Aqua Soccer 3.£37.99 

Actua Ice Hockey '99.Due April.£30.99 

AauA Soccer 2......92% PY, 93% PP.£17.99 

Actua Soccer 3.92% PY .£23.99 

Actua Tennis.74% PP.£22.99 

Allstar Tennis '99.Out now.£34.99 

Big Air.N/A.£32.99 

Brian Lara Cricket.89% PP .£35.99 

Brunswick Bowling.45% PP.£28.99 

Cool Boarders 2.81 % PY, 92% PP.£18.99 

Cool Boarders 3.84% PY.£29.99 

Dead Ball Zone.84% PY, 88% PP.£16.99 

Everybody's Golf.85% PY, 85% PP.£29.99 

FA Soccer Manager.Due April.£32.99 





PRO PINBALL: BIG RACE 


VmUBOARDBtSi 


PREMIER MANAGER 9 




TIGER 
WOODS'99 



TIME CRISIS + 
SCORPION GUN + 
GCON ADAPTOR 

£35.99 


Die Hard Trilogy. 92% PY, 92% PP .£18.99 

Die Hard Trilogy & Basic Erazor Gun ..N/A .£28.99 

Point Bunk.90% PY, 92% PP .£29.99 

Point Blank & Scorpion & Guncon Adaptor..£46.99 

Time Crisis.90% PY, 93% PP .£18.99 


3D SHOOTERS 


Alien Trilogy.91% PY, 85% PP.£17.99 

Armoured Core.69% PY, 86% PP.£29.99 

Assault.80% PY.£25.99 

Colony Wars .92% PY, 93% PP.£19.99 

Colony Wars Vengunce.93% PY....£29.99 

I Critical Depth.72% PY.£12.99 

I Descent 2 .63% PY, 82% PP.£9.99 

1 Doom.93% PY, 92% PP.£18.99 

Duke Nukem 3D.90% PY, 91% PP.£18.99 

I Duke Time To Kill.87% PY.£26.99 

Euminator.32% PP.£29.99 

I Final Doom.82% PY, 89% PP.£18.99 

■ Forsaken.92% PY.£19.99 

r Ghost in the Shell.73% PY, 90% PP.£29.99 

XEN.84% PP.£12.99 

ISCARS.82% PY, 83% PP.£18.99 






FIFA Soccer '96.81% PY.£14.99 

FIFA Soccer '99.91% PY..£32.99 

INT'L Superstar Soccer Pro .84% PY, 92% PP.£18.99 

Int'l Superstar Soccer Pro '98.92% PY, 94% PP.£24.99'^ 

International Track & Field.85% PY, 90% PP.£17.99 

Jonah Lomu Rugby .86% PY, 84% PP.£20.99 

Knockout Kings.88% PY.£32.99 

Libero Grande.67% PY.£29.99 

Michael Owen's W L S '99.93% PY.£29.99 

Nagano Winter Olympics '98 .83% PY.£23.99 

NBA Live '99.83% PY.£32.99 

NFL Extreme.61%PY.£27.99 

NFL Madden '98 .92% PY, 89% PP.£24.99 

NFL Madden '99.89% PY.£32.99 

NHL Face Off '98.80% PY.£24.99 

NHL Hockey '99.81% PY.£32.99 

Pool Hustler.79% PP.£27.99 

Pool Shark.85% PY.£30.99 

PuYER Manager 99.Due April.£29.99 

Premier Manager '99.Out Now.£30.99 

Pro Boarders.35% PP.£29.99 

Pro Pinball Big Race USA.89% PP.£26.99 

Rushdown.78% PP.£27.99 

Sensible Soccer Club Edition.Out Now.£19.99 

Street Skater.Due April.£33.99 

J Tiger Woods Golf '99.78% PP.£32.99 

► Triple Play Baseball 2000.Due 2nd April.£32.99 

Total NBA '98 .92% PY, 85% PP.£29.99 

UEFA Champions League .Our Now.£31.99 

l ViaoRY Boxing 2.90% PY.£29.99 

Viva Football.84% PP.£32.99 

VR Baseball '99.Our Now.£35.99 

'WCW Thunder.Out Now.£27.99 

World Cup '98.86% PY, 90% PP.£17.99 

WWF Warzone.85% PY.£30.99 

F Warzone & Guide Pqqil..85% PY ^ oq 


CRASH 3 ^ SPYRO 

Asterix.Out Now.£29.99 

Baby Universe.22% PY.£19.99 

Vn Biasto.56% PP.£24.99 

"^'Bomberman World.85% PY, 83% PP.£27.99 

Bug's Life (Disney).Out Now.£29.99 

/Casper.62% PP.£22.99 

ZL Castlevania.92% PY.£24.99 

Crash Bandicoot.84% PY, 86% PP.£18.99 

Crash Bandicoot 2 .86% PY, 87% PP.£18.99 

Crash Bandicoot 3.89% PP.£31.99 

Croc.78% PY, 84% PP.£18.99 

Gex3D.91%PP.£20.99 

Gex 3 Deep Cover.Due 2nd April.£31.99 

Heart of Darkness.88% PP.£27.99 

Hercules.63% PY, 81% PP.£18.99 

Klonoa.83% PY.£29.99 

Lost World: Jurassic Park 2 79% PY, 81% PP.£18.99 

Lucky Luke.79% PP.£24.99 

Megaman 8.82% PY.£19.99 

! Mickey's Wild Adventure.79% PY.£18.99 

Mr Domino.72% PY, 70% PP.£24.99 

Oddworld Abe's Exodus.91% PP.£21.99 

Oddworld Abe's Oddysey .90% PY, 91% PP.£18.99 

Pandemonium.90%.£18.99 

Pitfall 3D.70% PY.£19.99 

L Rayman.87% PY.£18.99 

* Rascal.77% PY.£21.99 

Rugrats.Out Now.£27.99 

Spyro The Dragon.88% PY, 88% PP.£29.99 

T'ai Fu.Due April.£29.99 

Tombi.79% PP.£29.99 

Trash It .55% PY, 57% PP.£29.99 

Wild 9.72% PY, 90% PP.£19.99 





FLYING 


ACE COMBAT 2 NUCLEAR STRIKE THUNDERHAWK 2 

Ace Combat 2.84% PY, 85% PP .£29.99 

Air Combat .81% PY, 65% PP .£18.99 

Invasion.Out Now.£32.99 

Soviet Strike .83% PY, 92% PP .£18.99 

Thunderhawk 2.85% PY .£18.99 

Wing Over 2.Due April.£35.99 


RETRO / COMPILATION / MISCELLANEOUS 





BUST A GROOVE MUSIC 

Bust-A-Groove .89% PY, 88% PP .£29.99 

Centipede.Due May .£28.99 

Atari Greatest Hits 2.Out now .£27.99 

Fluid .78% PY, 84% PP.£19.99 

Hugo the Troll .N/A.£29.99 

Midway Greatest Hits 2. N/A £24.99 

Music .90% PY .£28.99 

Namco Museum Vol 5.75% PP .£25.99 

Parappa the Rapper.82% PY, 89% PP .£18.99 

R-Types .81% PP.£24.99 

Spice World (Spice Girls) . N/A .£18.99 


HINT IBOOKS 


A-Z OF PSX Secrets & Solutions Vols 1 -5.each £10.99 

Big Playstation Book.£11.99 

Breath of Fire 3 Official Guide.£12.99 

Crash Bandicoot 2 Strategy Guide.£11.99 

Crash Bandicoot 3 Strategy Guide.£10.99 

Deathtrap Dungeon Official Guide.£10.99 

Final Fantasy 7 Official Guide.£14.99 

Metal Gur Solid Ofhcial Guide.£10.99 

MK4 Official Fighters Kompanion.£11.99 

Oddworld Abe's Odyssee/Exodus Official Strategy Guides.each £10.99 

Resident Evil 2 Unauthorised Guide.£11.99 

Soul Blade Unauthorised Secrets.£10.99 

Tekken 3 Official Strategy Guide.,....£10.99 

Tenchu Official Strategy Guide.£11.99 

Tomb Raider 1 & 2 Flip Book.£10.99 

Tomb Raider Secrets.£9.99 

Tomb Raider 2 Official Guide Book.£10.99 

Tomb Raider 3 Official Guide Book.£10.99 

WCW Thunder Official Strategy Guide.£10.99 

Wild Arms Unauthorised Game Secrets.£10.99 | 

wS OrihRS 

In addition to our huge range of new games, 
Gameolay also stocks pre-owned qames and we 
intend to ensure that these are or the highest 
quality that you will find anywhere. 

✓ All games mu^st 


? xtremely competitive prices 
or buying and selling. 


✓ 

^ (guarantee 
✓ qxtrpmely 
uying 

This is how you can sell us a game: 

1 . Your game must be in nearly new condition. VYe 
cannot accept anything with torn or stained manuals 
or damaged boxes and you must clean the CD before 

sending it to us. Remember that all games are 
tested when we receive them. If your game doesn't 
work, we will not buy it and you will have to pay a 
£4.00 charge to get it back. 

2. You must ring us before sending your game in as I 

prices for 2nd hand games can change quite 
regularly. You will be given an authorisation 
number which will be valid for one week. 

3. You will receive a credit for the agreed amount 

which you may use against other games or 
accessories, either new or used. 

If you would like to buy a 2nd hand game, simply ring 
sales for the current price. If your choice is not in stock, 
you may book a copy and it will be sent as soon as one I 
becomes available. Kemember, we do not charge your cardi 
until your game is sent! I 

ALL PRICES LISTED IN THIS ADVERT ARE F0R| 
NEW GAMES ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 


GAMEBO/CoLoK 


GAMEBOY 
POCKET 
(CHOICE OF 
COLOURS) 

£39.99 

Wi ifiW ilt» thek 
$tmti it thi 
ekmpnt }rh»i h tht 
eiuntrf! PIttti ring 
fir dtfillt. 


Name:.... 
Address: . 


out this order form and post to: 

S^PLAY, ENTERTAINMENT HOUSE, 
aK>SS CHANaUOR STRECT, LEEDS^ 

.Have you ordered before? Yes / No 


The Game Boy Color is the 
biggest revolution in hand¬ 
held gaming for years! 
Available now are: Colour 
Tetris (£18.99), Harvest 
Moon (£18.99), Zelda 
(£21.99), Game & Watch. 
Gallery 2 (£21.99), 

Pocket Bomberman 
(£18.99), Turok2 
'£23^99)andi7wre. 

Item description 


Price 


Postcode:. 

Tel:.Fax:. 

JCashD Cheque n Postal Order □ CardD 


Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 

Signature: . Postage is fmi for all gomes shipped within the U.K. DP D 

Optional NEXT WORKING DAY DELIVERY ovoiloble: £4.00 

for 1 si item plus £1.00 for each subsequent Hem.y^y m ■ 
Overseos postage - £2.50 per software item. I w I ML 


a |v!Sf* | PJ Cheques payable to 'Gameplay'. 

IBBBB) telD Prices correct at time of going to press. E & OE. 

Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 1^0] 


Sent to press 27/3/99 
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X-rated platinum 

PUBLISHER DEVELOPER GENRE RELEASED VERSIO N PRICE P LAYERS PERIPHERALS 

Sony CEE UEP-Systems Sports Sim Out Now UK £19.99 1-2 Memory Card Link-up Cable 


More snowboarding action, only this time we have no reservations 
about how good it*s going to be. It got a whopping 90% in Issue 
Two, but what will our verdict be this time around? 


Cool Boarders B 


B e under no illusion about how 
many snowboarding games 
there are out there at the 
moment, though this doesn’t seem 
to have had much of an impact on 
how well Cool Boarders 2 has done 
since it came out at the beginning 
of last year. Even though its suc¬ 
cessor has fixed all that was wrong 
with it when it first came out, some 
of those released this year haven’t 
even come close. 

There are four modes of play; 
Competition, Freestyle, Big Air and 
Half Pipe. Of course, you must 
realise what each one involves by 
now. In Competition you play in a 
mixture of events, some involving 
your performing tricks and others 
where you just have to race oppo¬ 
nents down a slalom course doing 
a few tricks as you go. At the end of 
each event you see where you are 
placed on the leaderboard. 

In Freestyle you choose from 
three courses and you’re given a 
time limit in which to complete 
them. This can prove particularly 
difficult as there are many obsta¬ 
cles you have to steer around and 
sometimes the course becomes 



You get a real feeling of speed as you hurtle down the hills.. 


This is a 
marvellous 
snowboarding 
game, which 
at twenty quid 
is a bargain 


rather thin. Also there’s the odd 
huge precipice on one side. 
However, the complicated twisting 
courses shouldn’t be too much of a 
problem once you’ve mastered the 
controls in Board Park, which is 
basically a practice mode. 
Unfortunately it doesn’t help you in 
the same way as Big Air does by 
giving you the button sequences 
for each trick, so you have to awk¬ 
wardly read the manual at the 
same time as looking at the screen 
(how inconsiderate). 





- £t£i^ 
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Play it Cool... 

But I’m going to let it off, as I’m 
such a forgiving person, mainly 
because the game makes up for it 
in so many different ways. For 
starters, even though there are 
only four boarders to choose from, 
they’re all pretty cool (as you 


would expect), and you can change 
their ‘gear’ as well, which adds a 
little something. Unlike Big Air, 
Cool Boarders 2 has also included 
the boarders’ weak and strong 
points, so if you’re on a particularly 
difficult track you can choose a 
character who has good balance 
and technique, say. 

The graphics aren’t as impres¬ 
sive as those we saw in Cool 
Boarders 3 ; at times you can see 
flickering lines where different 


parts of the scenery join together. 
There’s also a lot of glitching where 
polygons just seem to disappear. 
But the music sounds cool, a bit of 
drum ‘n’ bass mixed in with a bit of 
hip hop-style pop. Overall, this is a 
marvellous snowboarding game, 
which at twenty quid is a bargain. 

Claire Webster 


FTo P I l\l 


l\i 



Not everyone is enthusiastic about 
the current snowboarding craze, 
but those who are merely mildly 
interested could do no worse than 
buy Cool Boarders 2 on Platinum. 
Okay, it’s been surpassed by its 
sequel, but it’s a great blast for the 
dosh - ideal for the non-fanatical. 

Ian Osborne 


The graphics aren’t up to Cool Boarders 3 standards, but then you have to 
see them moving to really appreciate them. 
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platinum x-rated 



interactive B-movie? Ian Osborne takes the game to heart,. 


Heart of Darkness 


H eart of Darkness amazes and 
infuriates in equal measures. 
You can’t fault its presenta¬ 
tion; the aesthetics are incredible. 
The 2 D graphics are beautifully 
animated and incredibly atmos¬ 
pheric - you really feel you’re there. 
Each of its eight worlds are differ¬ 
ent enough to hold the player’s 
interest but not so wildly disparate 
they lack continuity, and each is 
introduced with some of the best 
rendered cut scenes ever seen on 
the PlayStation. The sound effects 
are crisp and clear, offering func¬ 
tional warnings about what’s to 
come as well as enhancing the 
already-brilliant atmospherics and 
the front end is polished and com¬ 
prehensive. It even lets you replay 
already-completed sections or view 
between-world cameos. 
Unfortunately it’s too bloody short 
and the gameplay suffers from nig¬ 
gling, if not disastrous, flaws. 

Anyone who’s played the 16 -bit 
cart classics Another World or 
Flashback will find this one 
extremely familiar. It’s a flip-screen 
cinematic offering with a mixture of 
platform pounding, baddie blasting 
and puzzle solving. There are no 
lives or energy bars - make a mis¬ 
take and you suffer a suitably grue¬ 
some death, are put back a few 
screens and start again. Therein lies 
the first flaw - some of the deaths 
are ridiculously unfair. You often 
walk straight into trouble without 
being able to anticipate it. This is no 
disaster - just start again a couple 
of screens earlier and have another 
go. Second time around you CAN 
anticipate it because you know 
what’s coming, but it isn’t long 
before you run into another unseen 
hazard and are once more put back. 
Progress is often a matter of time 
rather than talent. This isn’t as 
annoying as it might be - the worlds 
are divided into bite-sized sections 
so you’re not replaying too many 



You persevere despite the game 
play rather than because of it 


screens and you can save the game 
at any time, but it does leave the 
player frustrated and unsatisfied. 

Not every puzzle relies on 
unseen deaths, though. The more 
laid back screens based around 
working out what to do instead of 
split-second timing are blinding; 
why can’t they all be like that? 

Arcade Action 

it’s not all puzzle-based progress 
either. There’s arcade action a-plen¬ 
ty, where you run, jump and blast 
your way through baddie-filled ter¬ 
rain. Herein lies the game’s second 
problem. All that graphical excel¬ 
lence has taken its toll on the con¬ 
trols - they’re just not responsive 
enough. There’s a perceptible delay 
between hitting a button and mak¬ 
ing the move, and this often leads 
to your downfall. For example, 
there’s one area where you must 
take out several flying monsters, 
ducking or jumping to avoid their 
own fire. Unfortunately what should 
be a straightforward test of reflexes 
becomes a trying test of patience. 


Your own shots take a second to 
charge, which is fair enough - this is 
a design fact rather than a design 
fault, and its up to the player to take 
account of the limitations of his 
weapon. However, it leaves very lit¬ 
tle time for the jumping and duck¬ 
ing, and there’s an unacceptable 
delay before these inputs are recog¬ 
nised too. You often fall to shots you 
should’ve dodged with ease. 

Finally, even though it comes 
on two disks, the game’s just too 
short. After half a day’s play I 
was halfway through World Five, 
and there are only eight in total. 
You should complete it inside a 
week, despite the ridiculous 
increase in difficulty halfway 
through World Seven. 

Heart of Darkness is a good 
game, but not the classic it could 
easily have been. The spectacular 
visuals and outstanding atmos¬ 
phere keep you playing if only to 
see what comes next, but at times 
you persevere despite the game- 
play rather than because of it. Pity. 

Ian Osborne 





m 

111 


a p I i\i I o i\i 

Yes, the excellent presentation 
keeps you interested (you just 
HAVE to see what comes next), 
but in places the game seems to 
have been written around the 
graphics rather than the other way 
round. It's not bad, but hardly a 
classic. And too short to boot. 

Russell Barnes 


THE SCORE 


► GRAPHICS _ ^3 

► SOUIMD _ 8 

y GAMEPLAY _ 7 

► LIFESPAM _ 4 


74% 
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strategy games are like taking a 
long walk in the country. First of 
all, you*re not sure if you can be 
bothered, but os time passes and 
the views become more interest¬ 
ing you sometimes realise it was 
well worth the hike. This is why 
this month we*ve covered the 
genre in fine style by showing 
you the sights and weeding out 
the old duffers,,. 


WHAT MAKES A GOOD STRATEGY GAME? 


There are a number of points that we always consider 
when we review strategy games on the PlayStation... 

EASY TO LEARN. TOUGH TO MASTER 


It’s a difficult balance for a development team to create, but you see it 
in all of the best strategy games. Being able to develop your skills as 
you progress through a game also helps add longevity, making sure 
you keep playing until you’re triumphant. 


CHAMPION CONTROL 


At the end of the day you’re playing mind games with the game’s cre¬ 
ators, so what you don’t need is a dodgy control method detracting 
your concentration. It should be simple and intuitive, making sure you 
have total control of the gameplay environment. 


DIAMOND GRAPHICS 


Okay, so the graphics in strategy games generally aren’t diamond, but 
should definitely be crystal clear. Say, for example, you’re playing a 
game similar to Command & Conquer; you need to be able to see all 
your troops and units at a glance. Squinting at the screen trying to work 
out weather you’re shooting a bad guy or not is completely unacceptable. 


LEARN THE ROPES 


No strategy game is complete without a half-decent training mode 
offering first rate tutelage for the game in question. It saves the player 
from being thrown in at the deep end and offers the opportunity to get 
it all straight before play actually starts. 


SATISFACTION GUARANTEED 


There’s no point playing for three hours through the first mission only to 
find out you’ve got another 300 missions of exactly the same thing to 
contend with. As the player progresses they should be rewarded with 
new items, options and weaponry that changes the course of play. 
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Cammand & 
Conquer 


■ featuring more of the fan- 

L tastic gameplay and full 
I motion video scenes that 
made the first C&C so great, 

Red Alert is a sure-fire hit. This 
time there is a link-up two- 
player mode that offers the 
chance to fight out personal 
wars in addictive scenarios that 
can take hours to complete. If 
you’ve seen the original, you 
know what to expect here but 

that’s not necessarily a bad thing. There’s a greater selection of troops and 
units at your disposal and the interface has been improved for ease of use 
making Red Alert essential playing for strategy fans everywhere. 


_ ven though C&C has been 
t superseded by Red Alert 
Laand Retaliation, it still has 

B ^ \ plenty to offer, especially at 

^ 1 the Platinum price. The basic 

t ^ i premise Is simple; co-ordinate 

i I your troops using different 

^ n . I weapons and tactics to defeat 
• ( \ i enemies on the battlefield. As 

O T, ^ *4 \ I the game progresses you are 

_ ^ vS B required to earn money so you 

I can construct buildings to per¬ 

form different tasks to aid your progress. It comes on two discs which 
offers loads of gameplay but unfortunately no link-up two-player mode. A 
great game for the price, but the later sequels have even more on offer. 


^u’d think playing on a 
virtual landlord simula- 
I tion would be a bit of a 
nightmare. Believe it or not, 
though, playing Constructor 
(which is basically the same 
thing) is a great way to get 
your strategy-flavoured thrills. 
The basic concept belongs to 
the Sim City family with the 
emphasis on keeping the ten¬ 
ants as happy while you make 
tons of cash. The graphics are sharp and surprisingly detailed while the 
interface and accompanying controls have been thoughtfully designed. If 
you’re a Sim City junky you’ll really enjoy this think-em’-up from Acclaim. 


offer some new weaffons and 

units to your already bulging 

_arsenal. Again you can choose 

I between the good guys and bad 

from two game discs which offer link-up play against a friend. It’s getting the 
same score as Red Alert due to the sheer quality and longevity of the game, 

employ a ‘try before you buy’ stance... 


but if you’ve already got Red Alert, 


_ I-1 noamis tH’® '“"“pt hcrc is oKay, if a 

I brutal, but the actual 
w- V. V I gameplay and challenge is 

remarkably limited. As always, 

f A ' though, Psygnosis have pre- 

L ..s X rented a title with crisp visuals 

S , ^ \ and no expense was spared on 

the exciting FMV sequences. 

\ // Basically you must target enemy 

^ countries and launch missiles at 

- '.--d them in an attempt to gain con¬ 

trol of the entire planet. You’re 

instructed to employ either attack or defence strategies in your efforts to 
win, but the repetitive gameplay style turns you off before too long. It’s a 
rare thing to say about a Psygnosis game, but this Is definitely one to miss. 


n^his one can only barely be 
W| SS ^ I categorised as a strategy 

■ game. There are many 
i action/shooting levels and 

- w; ; < ^ ‘corridor’ style gameplay, but 

■ ' *01 • Vi* r* strategy has to be employed if 

\ ^ ^ you’re going to complete the 

— i' . levels in the allotted time 

frame and progress through 
. 2 k the game. Much atmosphere 

__ JltL _-j_ has been employed to really 

j put you on the edge of your 

seat, and at many junctures of the game your heart is beating ten to the 
dozen. As you progress the in-depth story unfolds well and reward you 
for your perseverance through the almost unfairly tough first levels. 


sequences that link up each of 
the levels beautifully and some 
innovative background graph¬ 
ics, but that’s about it. If you 
haven’t yet seen the joys of C&C 
at the Platinum price, you’d do 
wise to go there Instead. 





Constructor 



5 

5 

Global 

Domination 
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IVIanapaly 


i ^ ^%omplete and unadulterat- 

, ' C Who on 

! " V^God’s green Earth would 

*, ^W^ ^ consider (in their right mind) 

' spending up to £40 on a con- 

A ^ version of a boardgame that 

friends get together around a 

_8^*^ EiSD_ table and play with funny 

money for an hour or two. Does 

this make a good PlayStation game? I think not. Hasbro are guilty of two 
crimes in the production of this game: unashamed cashing in on the name 
and unoriginality. The punishment is clear; just check out the score box. 


Player IVIanager 


lis is Infogrames* latest 

■ PlayStation attempt at the 
football management genre, 
but it’s just too similar to its PC 
counterpart for its own good, if 
you haven’t got a mouse you 
struggle trying to click the small 
and fiddly options dotted 
around, too much CD loading 
and memory card reading, 
unimaginative graphics, etc. At 
the end of the day you end up 
not really giving a damn if your home team live or die, let alone win a place in 
the Premier League. Look a little further on in the guide too see Premier 
Manager Ninety Nine; that’s what you call a real management simulation. 


ERCTeR 


MANASER'S OPPICC 


Premier 


IVIanager ’B8 

PERCENT 



I f you’re old enough to 
remember you know Premier 
Manager has featured on 
computer right back to the 
days of Atari ST and Amiga. It’s 
always been at the forefront 
and has offered one of the 
most realistic adaptations of 
the job. Buying and selling 
players is a fundamental part 
of the action as well as sorting 
tactical matters and fitness 
routines. It doesn’t quite hold the depth of its PlayStation sequel, but was 
no doubt the best management game on the market in the summer of ‘ 98 . 
Given the choice now though of course PM 99 is the firm favourite. 


SjUI 


lt>rrdnC<ty 
Msicxsfip Ikutrd 


Return Fire 

im 


PERCENT 


O ne of the best games to come from the 3 DO, believe it or not. The 
gameplan here is remarkably simple (which in itself is part of the 
game’s appeal); capture the flag of the opposing team 
(CPU/human) and bring it back to your base for victory. There are around 
60 maps in all, and a choice of several vehicles for you to utilise includ- 


Panzer General 


EAU 

PERCENT 


P anzer General is best 
described as a pure strate¬ 
gy game. Set in the midst 
of the Second World War, it’s 
your task to co-ordinate troops 
in the form of Planes, Troops, 
Artillery and Tanlcs in your quest 
to defeat the Allied forces (yes 
you play the Germans!). You bat¬ 
tle through a large range of dif¬ 
ferent war scenarios including 
some that actually took place in 
the 1940 s. There are very few features that utilise the PlayStation’s potential 
so you can expect to see a very basic graphical representation of the action 
though what is in there is clear and simply presented for ease of use. 



Populous: The 
Beginning 

F or many years the name 
Populous has made good 
money for the staff at 
Bullfrog. The original was the 
flagship God game, if you 
like, and since then there has 
been an equally successful 
sequel. The third in the series 
is here, and you’ll be glad to 
hear that it’s not just a port 
from its PC big brother. The 
graphics are all in cracking 
3 D and the real spherical landscape (the game takes place on a com¬ 
plete planet environment) is world class. The spells and moves at 
your command are good as is the challenge that’s out there. 





Premier IVIanager 
IVlinelig IXIine 


ftva V!W 
wpmjiiK’ 


W hat can we say other 
than ‘top notch man¬ 
agement game’? Even 
though loading times are still 
reasonably heavy, they’re by 
far the best I’ve seen for a 
while keeping the emphasis on 
developing your team and tac¬ 
tics rather than making the tea. 
The menu screens are easy to 
access and control and there 
are two modes of play for extra 
longevity (Manager Mode for long term and Career Mode in which you’re 
given specific tasks to complete by the board of Directors). If you’re look¬ 
ing for something to really sink your teeth into, PM 99 has it all. 


liMKtrough V 


mSncnSctt LluO 


MttMdonlibv 

ilnnJheKjw*! 


ing a chopper, APC (rocket 
launcher), tank and a rather 
swift Jeep. Each vehicle has its 
pros and cons and are suitable 
for different tactical manoeu¬ 
vres. The graphics are cute, the 
violence is horrific and the 
soundtrack is one of the best to 
grace your PSX. 
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W hen we look at Transport Tycoon we see a game that should 

never have made it onto the PlayStation. Sure, it made a fine PC 
strategy sim, but there are several aspects here that just don’t 
work. The control method, for example, has flaws considering it was 
always designed to be used with a mouse. Other PC conversion prob- 


avhe 

I board/strategy games 
Hr - Hasbro (the other 

^ being Monopoly) is decidedly 
y S] better than the first. Not only 

has Risk been given a fairly 
faithful conversion to the 

^ -V PlayStation, it has also had 

■■ additions like extra play- 

IJ I «* modes especially designed 

_-"» ** ■ * * for the console. These modes 

offer a tougher challenge than 
the normal game and include new manoeuvres and possibilities to make 
your Napoleonic attempts to rule the world that bit more interesting. 
Watch out for naff graphics and dodgy music though... 


Sim City BOOO 


PERCENT’ 


F or those of you unfamiliar 
with the format, the idea is 
to build (from the ground 
up) a city of which you are in 
complete control. You must 
supply the residents and work¬ 
ers of your city with power and 
water while constantly upgrad¬ 
ing amenities like transport 
and roads - after all, who 
wants to move somewhere 
completely cut off from the rest 
of the world? Provide them with leisure facilities, police and emergency 
services and watch them carefully to pre-empt their every need. Sheer 
brilliance available on the PSX (though not a fantastic PC conversion). 


PERCENT 




Transpart 

Tycaon 


Theme ^ 


. MiiiSsiaQil _ _ _ .... 

^ prominent medical twist. 

^ general public and begin work. 

012 L Balancing your budget to cer 

tain demands operates similar¬ 
ly to Theme Hospital’s predecessor, while the comedy touches are back in 
full force through illnesses like Bloaty Head, Baldness and Invisibility. 
Well worth the time and money, especially if you’re a fan of Theme Park. 


PERCENT 


B asically Bullfrog’s follow 
up to Theme Park, with a 
prominent medical twist. 



Sentiinel 

Returns 



PERCENT 


F irst released on the BBC 
Micro Computer in 1985, 
Psygnosis thought it might 
be cool to jazz it up for today’s 
PSX gamers. We don’t think so! 
All Sentinel Returns offers is 
basically the same game in a 
slightly (and I mean slightly) 
different package. The idea is to 
ascend to the highest point in 
the landscape by moving your 
‘being’ from square to square 
while avoiding the Sentinel playing king of the hill at the top. Replace this 
Sentinel and absorb his energy to complete the level and continue onto the 
next 649 levels of basically the same thing. Yes, it really is that bad. 


Syndicate 

Vl^rs 


0 

D 


RERCIENT 




' ^ ■ m ^u notice Bullfrog have a 

‘ few games dotted around 

■ in this feature, though 

“*1 ^ none quite as dark and myste- 

^ rious as this, I can assure you. 
__ IA Syndicate Wars is an 

^ II action/strategy game that in 

‘ [ ,, "I many ways can be compared 

it 

i shoot coppers, kill innocent 
^ -I people and so on. Now com¬ 

bine more brilliant strategy 

elements and a chilling Blade Runner feel and you’re halfway to under¬ 
standing what SW is all about. 



'T. - .v', ne of Bullfrog’s greatest 

^ I fganies, this. It’s fun, 

^ \ ^ addictive and is easily 

deep enough to expand the 
minds of its younger users. The 
create a 

‘vy/ popular Theme Park from the 

ground-up and keep it running 

progress, you can include faster 
rides, better food services and 

the like, but it’s important that you keep everything well maintained or 
there’s trouble. It’s got a great balance of originality and playability to keep 
interest alight though being a PC conversion it has the odd bugbear. 



lems are evident in the long 
loading times and particularly 
dodgy graphics. The transport 
business isn’t exactly an inter¬ 
esting concept for a PlayStation 
game. I’m afraid, so it’s defi¬ 
nitely worth avoiding. 
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Unholy War 


• • * x«Li -cv^ ^^ _ t»s part strategy, part 

I brainless beat-’em-up, but 

V , ' I it’s all unplayable and 

, rather confused if you ask us! 

- It just seems a little chalk 
lHI and cheese and oil and water 
r for my liking. The mix of the 

two completely unrelated 
genres makes overall game 
unenjoyable. The fighting 

-L_ section is naff to say the 

least, while the strategy 

screens are nothing more that an elaborate version of chess. It does¬ 
n’t shout ‘crap’ graphically, or scream ‘cack’ in the originality depart¬ 
ment, it’s just that at the end of the day it’s basically duff. 


I n many ways Warcraft 2 can 
I be compared to C&C, but 
Nrv« Hy I our eyes it’s much more 

detailed and has a depth more 
^ - appealing to strategy players. 

^ The gameplay is much closer 
to the action, often involving 
S ' hand-to-hand combat as 

' opposed to long-range combat 

5?^ offered in some of the more hi- 

-1-LI-J tech strategy games. 

Graphically everything Is big¬ 
ger, and the fantasy edge works well to portray the battle between 
humans and Ores. If you’re looking for a challenge, you won’t go wrong 
with Warcraft 2; just be prepared for slightly awkward controls. 



Warcraft 2 

m 

PERCENT 


X-Gom: Enemy 
Unknoi/m 






PERCENT 



m fantastic (if a little aged) 
; : . M turn-based strategy 

g, - '■ # Coffering brought to you 

by Microprose. Once you’ve 
Jj discovered an enemy pres- 

^ \JL h * * ence on Earth, pack up your 

. j 4|‘ troops and ship out to their 

_ - _ . n-^rr location for a scrap. Pick up 

^ ^ on their technology and 
i weaponry to develop new 

-!-!— ^ —3 weapons for yourself and 

develop new tactics to suit. 

It’s vital to take your time with a game such as this, so patience is 
required If you wish to play long term. It’s well worth the budget price 
It’s probably at by now, so do a bit of hunting around; it’s well worth it. 



PERCENT 


U nfortunately Z suffers greatly from a lack of originality (basically 
C&C with robots) and gameplay that seems to focus more on tac¬ 
tics rather than strategy as a whole. Graphically the best aspect of 
the game are the cut scenes, while the in-game graphics are small, fid¬ 
dly and sometimes indistinguishable from the enemy. It doesn’t mean 


Warhammer 

Shadoi/v of Hhe Horned Rat 


E 




PERCENT 



T he idea is taken from the 
Warhammer Fantasy Battle 
System used by many 
thousands of avid Games 
Workshop fans up and down 
the country. Don’t worry about 
rolling dice or painting tiny 
goblins, though, because this 
has been especially developed 
for the computer games market 
and utilises the PSX well. Each 
mission earns you ‘X’ amount 
of gold and you must choose a band of warriors to suit your budget. Too 
few troops results In death, but too many could result in running out of 
gold. It’s an intriguing strategy game not just for Games Workshopahollcs. 


WarGames 



PERCENT 



I oosely based on the old film 
I of the same name (only the 
Luigame is set 20 years on 
with the then-young David 
LIghtman now working for War 
Operation Program Response - 
WOPR). The game Itself is excel¬ 
lently presented, almost like 
playing one of the Strike games 
while you’re able to control your 
units almost like troops In C&C. 


The graphics are sharp and with 

detail, and the gameplay allows an excellent level of control over your 
troops. One of the best features has got to be the multi-player modes that 


allow you to slog it out or play co-operatively through the game. 


X-Com: Terror 
from The Deep 


Eno 

PERCENT 



M icroprose is back again 
with the sequel to 
Enemy Unknown one 
year on (somewhere around 
Christmas ‘97) and kicking 
alien ass has never been this 
cool - for a strategy game any¬ 
way! This time the alien bust¬ 
ing action/strategy takes place 
In the depths of the seven seas 
of earth and the threat Is 


greater than ever before. 

Microprose has released a game better than the original, even though it 
has more than just a few similarities. Fans of the original will be pleased 
nevertheless, but new players need not play the original first. 


that it’s crap as a whole, 
because any game that emu¬ 
lates one of the best strategy 
games ever can’t be that bad, 
but that’s just all it Is; a copy. 
Strategy fans need only apply if 
you’re desperate for a more tac¬ 
tical edge, otherwise it doesn’t 
cut the mustard. 



extreme PlayStcitim • Msy 1999 
















I I ere’s your chance 
1*4 every mode 
I I transport available 
man (and woman). If you think 
you can do any better at getting 
millions of commuters to work 
^ on time than Virgin or Railtrack, 

here’s your chance to prove 
BSS^'-' your prowess. Graphically A- 

something of a non- 
starter, offering only minimal 
presentation, but with games of 

this ilk what else would you expect? There are tons of options and func¬ 
tions to take care of making the game quite inaccessible to begin with; in 
fact it takes ages to get into if you’re willing to give it a chance. 



S| I JlBjalllT ^ B^his little gem stands alone 

I as the only chess game on 
PlayStation. Brought to 
Jr Mindscape in ‘96, it’s by 

bUQ|^M|T9^NV no means a new release but 

^ iuK- : nevertheless offers players the 
chess deal’. Stacked full 
of options and tweakable menu 
items. Chess Master 3D has 
more than enough on offer to 
keep a single player happy for 
j a fair old time. The 3D boards 

are all reasonably well drawn, but there is also the old-style 2D board for 
the players struggling with the sometimes awkward perspective. If you’re 
up for learning the ancient board game, you can do no better on the PSX. 


Chess Master 3D 

73 


PERCENT 



/\ version that’s actually 
/ mworth converting. Space 

’ A A Hulk sees you controlling a 

^ * % band of space marines as they 

retake a series of ships from 
ijl the invading aliens. You’ve a 

limited number of moves each 

" 2 K turn at your disposal, each 

!/ y* I J-il, ' character moving according to 

equipment you’ve given him. 
Charging in mob-handed is disastrous - Instead create diversions, fight 
guard actions and generally think your way through the battles. It’s 


rear- 

old, but still worth a blast. 


IVIagic Carpel 


O riginally designed as a showcase for the power of the first Pentium 
chip (PC), it turned out to be something of a hit and winged it way 
onto the PlayStation. The mysterious and atmospheric graphic and 
sound effects were quite original at the time for the PSX, and the strate¬ 
gy/shooting action was also something of a first on the machine. It’s 



. iV ■' A conversion for 

. v j ' ' ^ y-' ^ #% you here In the form of a 

] ’ ■ . i jmSyndicate clone. It offers 

i .$ ■ i a shorter and simpler chal- 

! lenge, but holds the same 

f - ; dark and death-dealing game- 

^ ’v i play and offers owners of the 

■ S “** ' PlayStation mouse a head 
^ start in the gameplay and 

If — ■’=" Ji control departments. Saying 

y.:- . that, though, the control 

method is quite clumsy at 
best and the level layout is fiddly and stark, which does nothing to 
help the situation. If you’re a huge Syndicate fan you’ll find Bedlam 
reasonably playable, but why plum for second best? 


Civilization S 


6 

1 

1 


PERCENT 



F unnily enough, this Is the 
first Civ to appear on the 
PlayStation, as the first 
was released on the PC 
around about eight years ago. 
Unfortunately for PlayStation 
gamers, like the original, the 
sequel was designed to run on 
PCs only so you find the main 
game interface tough with 
only a controller In hand. 
Because the PSX just hasn’t 


got the memory capabilities of PC, the game’s been cut down to size. 
I’m not sure I would bother playing a game I know has been downgrad¬ 


ed to make an appearance on the PlayStation... 


Allied General 

PERCENT 

I t’s not hard to work out that 
Allied General Is 
Mindscape’s follow-up to 
Panzer General, only this time 
(and here’s the twist) you play 
the good guys Instead! 
Graphically the game has 
remained basic and sound 
effects are few and far 
between. As was the case with 
the original, this PC conver¬ 
sion relies on It’s tactical and 
strategic gameplay alone to keep it from immediately being chucked in 
the bin. It has a few reasonable FMV sequences from WWII as well, if 
you’re interested... 


main attraction, though, has to 
be the real freedom of move¬ 
ment it offers the player while 
keeping the action strategy 
mould of games like Doom. 
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[RIDG1Ir1^€R1iTiY;^] 


SWAP YOUR OLD GAMES FOR N6WI 


L&^Rl^lGiE BBO N PRING€{NA'5€eMlB0XING| 


NEW AN 
SECOND HAND / 


HOW rr WORKS: 

we WILL Give YOU =X3 IN eXCHANGe 
OR CASH 

OF THe PRice we secL THe GAMe for. 
V\/HEN YOU SEND IN YOUR COMPLETE AND UNDAMAGED GAMES 
CW€ ACCEPT COWSOLGS AND PC HARD/SOFTWARG TOO!) 
FOR DGTAILS BING US NOW. 


EUROPE AND WIU 


TK- WE HAVE THE BEST SELLING GAMES 
AT THE CHEAPEST PRICES IN EUROPE! 


PlayStation 


5TR€6T FIGHTER ALPHA 3 SPORTS CAR GT 


CONSOLES & ACCESSORIES - NEW 


PAL/UK 

ASTERIX 

BUST A MOVE 4 

CARMAGEDDON 

CIVILIZATION 2 

DISCWORLD NOIR 

DRIVER 

FA MANAGER 

FIFA '99 

GEX 3 

GLOBAL DOMINATION 

KENSAI:SACRED FIST 

KKND: KROSSFIRE 

LE MANS 24 HOURS 

LEGACY OF KAIN 2:SOUL REAVER 

MARVEL SUPERHEROES VS. STREET FIGHTER 

METAL GEAR SOLID 

METAL GEAR SOLID PREMIUM PACKAGE 

POPULOUS 3:THE BEGINNING 

PREMIER MANAGER '99 

PRINCE NASEEM BOXING 

RAINBOW SIX 

RIDGE RACER TYPE 4 

ROLLCAGE 

RUGRATS 

STREET FIGHTER ALPHA 3 
TOCA TOURING CARS 2 
UEFA CHAMPIONS LEAGUE 
VIVA FOOTBALL 
WCW THUNDER 
WWF ATTITUDE 
NTSC/US 

LEGACY OF KAIN 2:SOUL REAVER 

QUAKE 2 

PAC MAN 3D 

SILENT HILL 

SPORTS CAR GT 

SYPHON FILTER 

NTSC/JAP 

MARVEL SUPER HEROES VS S.F EX 
UNJAMMER RAMY (PARAPPA 2) 


LEGACY OF KAIN 2 PAC MAN 3D 

GSTABUSHGD ^ 
OVER 6 YGARS. 

NO MEMBERSHIP 
^ FEES REQUIRED*! 
i>VER 10,000 TITLES 
IN STOCK!! 

OPEN BANK HOLIDAYS!! 


CONSOLES & ACCESSORIES - 2ND HAND 


TOCA 2 DISCWORLD NOIR 


METAL GEAR SOLID 


DRIVER Q 


MEMORY 

CARD 

WHGN YOU SELL ANY 
TWO PSX GAMES TO USL 


SEE RIGHT HAND PAGE FOR 
MORE NEW ACCESSORIES! 


HAND HELDS 


POCKET GAMEBOY - 6 COLOURS 34.99 

POCKrr GAMEBOY'MOiiBSZtMtv laniT) 49.99 
POCKET CAMERA 33.99 

POCKET PRINTER 40.99 

PRINT SEAL 6.99 

LINK CABLE 6.99 

FINAL FANTASY LEGENDS 12/3 18.49ea<l» 

FINAL FANTASY ADVENTURES 18.49 

POKEMON (RED OR BLUE VERSION) 22.99 

UK NEO GEO POCKET COLOUR CALL 

PSU 14.99 

KING OF FIGHTERS R - 1 19.99 

KING OF FIGHTERS R - 2 CAU 

CUP ^98 19.99 

POCKH TENNIS COLOUR CAU 

PUZZLE BOBBLE MINI CAU 


action figurcS' 

SOLID SNAKE, 
v]UQUID5NAK6,'i( 

|ninja(lgft).V’:I 

aWSNiPCR WOLF,!^ 
iPlPSYCHO MANTIS, 
jBaRcveoLvcRr” 
F^OCGLOT^ 

I u^^WCRBURGhJ 

rt:.T £12 99 
yiGACH 




gANTAS^ 

>“VIII"^ 

FIGURES 
AVAILABLE 
£9.99 
EACH : 


WWF ATTITUDE BUST A MOVE 4 


GAMEBOY COLOUR. 
BOMBERMAN (USA) 
TETRIS DX 
ZELDA DX 


G-POLICE 2 


RAINBOW 6 


IF YOU CANT FIND 
Vv/HA'i YOU V\f/\m - 


ixcware 


f?' ^ ^ 

, % A. 


jf- 

# ^ 

■£. 




H m 


m X 

Ni 
























SKREAM IMB 
CARD ONLY 
£4.99 OR*£3.99 
WITH ANY 
PURCHA5G. 


TH€ ONLY 
OFFICIAL 
CNDORSCD 


5€N ^V€N DAYS A We€K 
lO.odam - 7,OOpm 


AlcLopen 

DUACFORCe 
WHeeL, ONLY 
£44.99 


DUAL-^FO(?Ce 
ACTION PAD 
■ONLY EIE.99; 


OTH€R STUFF 


2nd HAND GAMES 


NOT SATISFIED WITH 
YOUR PURCHASE? 
LET US KNOW WITHIN 
2 WORKING DAYS AND 
WE WILL GIVE YOU A 


PflL UK 

A IV iVOLUTION 
BEDLAM 

CARNAGE HEART 
COMMAND & CONQUER 
C&C RETALIATION 
SYNDICATE WARS 
UNHOLY WAR 
WAR GAMES 
WORMS 


PflL UK 

AQUANAUTS HOLIDAY 
BABY UHIVERSE 
CHESSMASTER 3D 
DIE HARD TRILOGY 
EXTREME PINBALL 
FLUID 

HELP COMPILATION 
MAGIC THE GATHERING 
MIDWAY ARCADES HITS 2 
MUSIC 

HAMCO VOLUME S 
PSYBADEK 
SPICE WORLD 


3D SHOOT 'EM UPS 


Pfll UK 

APOCALYPSE 
B - MOVIE 
BLAST RADIUS 
BROKER HELIX 
COLONY WARS 


COLONY WARS;VENGEANCE 
DARK FORCES 
DEFCON 5 
DESCENT 2 
DISRUPTOR 

DOOM . 


THe N€W TWIN 
’STICK FROM 
jSKRCAM ONLY 
' C’£28.99 


PflL UK 

BLAST CHAMBERS 
BUST A MOVE 2 
DEVIL DICE 

HEBEREKES POPPOITO 
KURUSHI 

LEMMINGS & OH NO.- 
PUZZLE FIGHTER 2 TURBO 
SENTINEL RETURNS_ 


PLATFORM GAMES 


XENOCRACY 


Pfll UK 

A BUG'S LIFE 3fl 

BLASTO 25 

BUBSY3D 10 

CRASH BANDICOOT 2 18 

CROC 12 

EARTHWORM JIM 2 10 

FLOATING RUNNER., 12 

HEART OF DARKNESS 18 

KLONOA 20 

LOST WORLD 18 

MEGAMAN X3 25 

ODDWORLDsABE'S EXODDUS 25 
PITFALL 3D U 

RASCAL 2 

SKULLMONKEYS 5 

SPIDER 1 

WILD 9 2( 

f RACING/DRIVING 


^GXei:l5l5IV€-T0;^ 

FREE DELIVERY ®N 
EVERYTHING!! 

OR PLACE YOUR ORDER 
BEFORE 6.30PM FOR 
GUARANTEED NEXT DAY 
DELIVERY FROM £3.50. 
FREE GIFT WITH ALL 
ORDERS OVER £10.00. 


ARCADe SHOOT 'EM UPS 


Pfll UK 

ASSAULT 
ASTEROIDS 
BEAST WARS 
IN THE HUNT 
JUPITER STRIKE 
N20 

NUCLEAR STRIKE 

PHILOSOMA 

R-TYPES 

RAYSTORM 

VIEWPOINT 


Pfll UK 

ACTUA GOLF 2 
ACTUA GOLF 3 
ACTUA ICE HOCKEY 
ACTUA SOCCER 2 
ACTUA TENNIS 
ADIDAS POWER SOCCER '98 
BATTLESPORT 
BREAK POINT 
BRIAN LARA CRICKET 
COOL BOARDERS 
COOL BOARDERS 2 
DAVIS CUP TENNIS 
DEAD BALL ZONE 
DODGEM ARENA 
EVERYBODYS GOLF 
FIFA 98 

INT. TRACK & FIELD 
ISS PRO 
ISS PRO '98 
JONAH LOMU RUGBY 
K-l ARENA FIGHTERS 
KICK OFF WORLD 
KONAMI OPEN GOLF 
LIBERO GRANDE 
MADDEN '97 

MICHAEL OWEN'S WLS '99 
NAMCO SOCCER PRIME GOAL 
NBA IN THE ZONE 2 
NHL BREAKAWAY '98 
ONSIDE SOCCER 
PREMIER MANAGER '98 
SAMPRAS EXTREME 
SENSIBLE SOCCER 
SNOW RACER '98 
SOCCER '97 
TENNIS ARENA 
THREE LIONS 
V TENNIS 
VICTORY BOXING 
VR BASEBALL '97 
WCW NITRO 
WCW THUNDER 
WCW VS THE WORLD 
WORLD LEAGUE BASKETBALL 
WORLD LEAGUE SOCCER '98 
WWF WARZOHE 


Pfll UK 

BIO FREAKS 
BLOODY ROAR 
BUSHIDO BLADE 
CARDINAL SYN 
DEAD OR ALIVE 
DYNASTY WARRIORS 
MORTAL KOMBAT TRILOGY 
POCKET FIGHTER 
PSYCHIC FORCE 
SAMURAI SHOWDOWN III 
SOUL BLADE 

STREET FIGHTER ALPHA 2 
TEKKEN 2 

ZERO DIVIDE 2_ 




PAL UK 

ANDRETTI RACING 
BUGGY 
BUG RIDERS 
BURNING ROAD 
COLIN MCRAE RALLY 
COURIER CRISIS 
GRAN TURISMO 
JET RIDER 

MICRO MACHINES V3 
MIDNIGHT RUN 
MONSTER TRUCKS 
MOTO RACER 
MOTOR MASH 
MOTORHEAD 
MOTOR TOON GP 2 
NASCAR '98 

NEWMAN HAAS RACING 
RAGE RACER 
RAPID RACER 
RAY TRACERS 
RIDGE RACER 

RIDGE RACER REVOLUTION 

ROGUE TRIP 

STREET RACER 

TEST DRIVE 4 

TOKYO HIGHWAY BATTLE 

TOMMI MAKINEN RALLY 

V-RALLY 

V-RALLY DUAL SHOCK 
WRECKIN CREW 

NTSC JAP 

GRAN TURISMO 


PLAY VID€0 CD'S 
ON YOUR PSX. 
/-PLUS-BUIbT-IN 
CHGAT CARTRIDGE! 
I VONLY £49 99 


PASSWORD 
CHEAT CAFID. 
ONLY £12.99' 


V - BOX^mif 
PLAY G"AM€5j 
ON YOUR’^ 
MONITOR, 
ONLY £44.99 


RPG/ADV6NTURG 


PflL UK 

BLOOD OMEN:LEGACY OF KAIN 25.00 
BREATH OF FIRE 3 28.00 

CHRONICLES OF THE SWORD 12.00 
D 18.00 

EXCALIBUR 2S55AD 12.00 

FINAL FANTASY VII 30.00 

RESIDENT EVIL 2 28.00 

TENCHU 35.00 

TOMB RAIDER 15.00 

TOMB RAIDER II 18.00 

TOMB RAIDER III 28.00 

VERSAILLES 25.00 

NTSC US 

SILENT HILL 40.00 

NTSC JflP 

METAL GEAR SOLID 18.00 


AUTOMATIC HANDGUN 


THIS IS OIMUY A SIVI/M-L SeLeCTIOrM Of= THeTTITLCS^WA^ABLei 

HUNDREDS MORE GAMES IN STOCK!! 


TH€ NO. I 
SELLING 
GUN FROM 
NU-GEN, 
ONLY £30.99 


DUAL 

FORCE 

PAD. 

ONLY 

£13.99 





r iirrii \7>X 

I O D€PT.I 


D€PT.I, GROUND FLOOR, 
SUFFOLK House, I - 8 WHITFIGLD PLACE, 
LONDON WIP SSF 



MasferCarcr 



Vv'-^ DON'T 
YOUR ''/U ’O uru II , 






























tips & cheats 

Dr Claire's back with all the very best hints and codes. 
Now you need never get stuck in a game again... 


W elcome gamers, to 
another dose of 
the best cheats 
around. Lots of you have 
been writing in, but only a 
few are addressing it to 
me, Claire. I don’t know 
whether it’s just a case of 
you’re forgetting, but just 
for this month I’ll forgive 
you. There have been 
loads of great games 
released recently, so I’ve 
tried to find cheats for as 
many of them as I can. If I 
haven’t included some you 
desperately need, write in 
and I’ll include them in 
the next issue. But for 
now, let’s get started... 


Last issue we gave away a 
tips and cheats book, but 
to our surprise there were 
errors in Ninja: Shadow of 
Darkness and Tomb Raider 
3. So in case you’re still 
having problems, here are 
the corrections. 



Random Weapon 
While the game is paused 
press R2, R2, R2, L2, L2, L2, 
R2, R2, R2, L2, L2, L2, L2, 
L2, L2. 

Severely Damage Bosses 
This code allows you to 
weaken bosses to the point 
where they will only be able 
to sustain a few more 
attacks. During any boss 
battle, just pause the game 
and press L2, L2, L2, R2, 

R2, R2 and then A six 
times. 


I NINJA: 

■ shadow of darkness 

Invincibility 

While the game is paused 
press L2, R2, L2, L2, L2, R2, 
R2, R2, #, A, , #, A, . 
if you have entered the 
code correctly you hear a 
chime and the ninja turns 
into a skeleton. Do the 
code again to change back. 


Level Select 

Remove your memory card 
then turn on the 
PlayStation. When the 
screen says ‘Checking 
Memory Card’ quickly 
press L2, L2, L2, R2, R2, 
R2. The words‘DELS 
LEVEL CHEAT ON’should 
appear. Then begin a new 
game to access the level 
select menu. 


Start With a Sword 
At the main menu press 

I TOMB RAIDER 3 

All secrets and Keys 
While playing press L2, L2, 
L2, L2, L2, R2, L2, L2, L2, 
R2, R2, L2, R2, L2, L2, R2. 


All Weapons, Med Packs, 
Flares and Save Crystals 
While playing press L2, R2, 
R2, L2, L2, L2, L2, R2, L2, 
R2, R2, L2, R2, R2, L2, L2, 
R2, L2, L2, R2. 

Level Skip 

While playing press R2, R2, 
L2, R2, L2, L2, L2, L2, L2, 
L2, R2, L2, L2, L2, R2, L2, 
L2, L2, L2. 

Racetrack Key 
To get the racetrack key 
press R2, L2, L2, L2, R2, L2, 
L2, L2, L2, L2, L2, R2, L2, 
L2, L2, L2, L2, R2, L2, L2. 
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Dr Claire’s 
Tips Clinic 

Your problems solved... 


DIAGNOSED AND CURED 

Another month has gone 
by, loads of new games 
have been released and 
I’ve had more cheats 
requests than ever. Well, 
that’s what I’m here for as 
you know. So many letters 
have arrived on my desk 
that I doubt I can answer 
them all this Issue, but 
don’t worry if I’ve missed 
you out; just keep watch¬ 
ing this space... 

Stuart Coombs from 
Brachnell gave me an entire 
list of games he wants 
cheats for. Unfortunately I 
can*t include them all, but 
here’s a few... 

CRASH BANDICOOTS: 
WARPED 

Five Extra lives on the 
Yellow Gem Path 
When you get to the end 
of the yellow gem path, 
jump over the gem and 
keep on going. You arrive 
at a steel block wall. 
Slidejump, then do a dou¬ 
ble jump over the wall and 
you see five lives. 

Beat Neo Cortex 
To beat Neo at the end of 
the game, you have to 
wait until he throws his 



exploding mines. Once Hidden boxes in Tomb Time 

they have exploded, imme- When you reach the dead 
diately attack Cortex and end with the picture of the 
knock him into the sewer. purple gem in a square 
Do this three times to ' border, keep on super 
defeat him. body slamming ()C and ': 

or R1 buttons) to break 
Hot Coco Level hidden boxes. 

The level Hot Coco can be 

accessed through Road TOCA TOURING CAR 

Crash. When you see the 
sign that shows an alien Hidden Track 

head, hit it and you’re To gain access to the hid- 

taken to Hot Coco. den fire track, simply input 

your name as jHAMMO 

Dinosaur Level 

Begin Level 11 and get onto Moon Mode 
the gold gem, and then go For reduced gravity, enter 

until you start racing. Get your name as CMLOGRAV 

caught by the second 

pterodactyl to go to the Hummer Mode 

secret dinosaur level. To gain a grenade launcher, 

enter your name as TANK 
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Restore Health 
While playing press R2, R2, 
L2, R2, L2, L2, L2, L2, L2, 
L2, R2, L2, L2, L2, R2. L2, 
L2. L2, L2, L2. 


I TOMB RAIDER 

Maximum Weapons 
Go to the inventory screen 
and press LI, A, L2, R2, R2, 
L2, •, LI. Then return to 
the game. When you next 
go to the inventory screen, 
the weapons are there. 

Level Skip 
If you are using the 
default control system 
(Type One), enter the fol¬ 
lowing at the inventory 
screen: L2, R2, ▲, LI, LI, 
• , R2, L2. If you are using 
Type Two, press L2, R2, •, 
A, A, LI, R2, Rl. 


I ROLLCAGE 

Deathmatches 
To earn the Deathmatch 
option you must come first 
in every track of the league 


tips & cheats 




■ running wild 

Alternate Uniforms 
To change your uniform 
colour press LI or R2 when 
choosing your character 

Shortcut in jungle 
jump through the next to 
last waterfall in the Jungle 
and you’re at the finish line. 

Shortcut in Lava Level 

In the Lava level soon after 
the finish line, there is a 


hole to your right after you 
jump over all of the lava 
pools. Run onto the last 
booster before the hole in 
the wall and then jump into 
it. This hole cuts across 
part of the level. 


Shortcut on Moon 
The shortcut is directly 
after the split tunnel starts 
on your left. Run to your 
right, then jump at the wall 
on your left after you pass 
the ramp. 


Mirrored Tracks 
To earn Mirror Mode you 
have to win all three 
leagues 


SHORTCUTS 


Harpoon Paradise 
When you’re at the first 
straight, go to the right side 
close to the wall. When you 
reach a dead end, go 


straight through it and you 
enter a cave. When you 
come out you’re near the 
start/finish line. 


Sapphire G-Force 
When you are on the 
straight after the tunnel, 
turn left and you enter a 
very large tunnel. When you 
come out you’re on the last 
straight of the track. 


Neoto Park Life 
When you pass the arrows 
. in the wall, do not go down. 
Go to the right and you 
enter the park. When you 
get out you have already 

4-I I l-l I f 
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All Cars 

Enter your name as 
CMGARAGE. orGONGOGO 

Speed-Up 

Enter your name as 
XBOOSTME 

AM Malik from Blackburn 
asked me if I knew any 
'multiparts' for King in 
Tekken 3. I've tried, but I've 
failed to find any, so if any 
of you know it, [would be 
grateful if you wrote in. In 
the meantime, here are 
some extra cheats to make 
up for it... 

TEKKEN3 

Fight as Panda 
Highlight Kuma at the char¬ 


acter selection screen and 
press ■ .? 

Beach Ball Mini-Game 

View all endings of the ten 
base characters to enable 
the ‘ball mode’ option. 

Fight as Tiger 

Complete the game with 18 
characters. 

Highlight Eddy at the char¬ 
acter selection screen and 
press A 

Fight as Bryan 
Complete arcade mode with 
six characters 

Fight as Anna 

Complete arcade mode with 
five characters 


Chris Murphy from 
Stockport has requested 
some cheats for Theme 
Park, so here goes... 

THEME PARK 

All Rides, Shops and 
Attractions 

Enter BOVINE as a nickname 
Money 

Enter BOVINE as a nick¬ 
name. Press AH+K during 
the game. This code may be 
repeated as needed. 

Super Park 

Enter BUD as a nickname. 
Then, press Bat the park 
selection screen. Once you 
have begun the game, maxi¬ 
mum prices may be charged 


for the concessions, games 
and park entrance. 

William Phillips from Belfast 
needs some cheats for 
Heart of Darkness, and after 
many a hour of searching I 
found the following... 

HEART OE DARKNESS 

Cheat Menu 
First make sure your 
PlayStation is turned off. 
Hold LI, L2, Rl and R2 on 
Controller Two and turn the 
system on while still hold¬ 
ing all four buttons. When 
the main menu appears use 
Controller One to go to the 
options menu while all four 
buttons are held on the 
second controller. Once in 


the option menu you can 
let go of the buttons and 
look for a new cheat menu. 

Daniel Lomax's teacher at 
his school in Nuneaton 
has asked him to ask us if 
we know any cheats for 
Tomb Raider //; ask a silly 
question... 

TOMB RAIDER ll 

Level Skip 

Hold walk and side-step 
left, right and left again. 
Still holding walk, step 
back once and forwards 
once, release walk and 
rotate three complete cir¬ 
cles in the same direction 
(either will do), jump for¬ 
ward and perform a mid-air 
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I RUGRATS: THE SEARCH 
I FOR REPTAR 

Easier Putt in Mini Golf 
While putting in the mini 
golf course, hold down the 
walk button and the aiming 
line moves a lot slower, 
making it an easier aim. 

Jumping Down the Stairs 
While you are in the house, 
get to the top of the stairs 
and make sure you are fac¬ 
ing down the stairs. Now 
you should be able to jump 
the entire staircase and 
Tommy won’t even get hurt. 


Secret Reptar Bars 
When playing Hole Eight on 
ice Cream Mountain, go 
around to the other side of 
the pyramid. Go into the 
entrance way and explore 
the whole pyramid. Here 
you find an abundance of 
Reptar Bars, and also Mr 
Friend’s mummy. 

Shortcut in Incident, Isle 
Seven 

When you go where the 
plants are, there are three 
balloons tied together. Run 
into them and press #, this 
brings you to the middle 
part of the board. 


I STREET SKATER 

Bonobo Secrets 
If you beat the game once 
with Bonobo you receive 
some new skateboards. If 
you beat the game twice 
with Bonobo you get Los 
Angeles in normal or 
reverse track mode. 

Bonus Boards 
For new skateboards, beat 
the game once with each of 
the hidden characters. 

Hidden Characters 

To play as secret charac¬ 
ters beat the game twice 
with any of the regular 


characters. TJ gets you 
Sarah, Jerry earns Mick, 
Ginger earns Bonobo the 
monkey. Beating it with 
Frankie gets you Saho the 
Rollerblading ninja. 

Mirrored Track and 
Day/Night Select 
For a real bonus, beat the 
game twice with each of the 
four hidden characters. 

Unlock the Gates 
Beat the Street Tour with 
each character to open the 
blue gates you couldn’t 
enter before. Each charac¬ 
ter you do this with unlocks 
two gates. 




IT’AI FU: 

I WRATH OF THE TIGER 

Cheat Mode 

Begin gameplay and com¬ 
plete a level. Then, press 
Ll-»-L2-i-Rl+R2-t-Select at the 
map screen. 

Unlock Map 

Press R1+R2 while T’ai is 
walking between levels. 

Any part of the map may 
now be explored. Press 
to play the selected area. 

Final Boss Battle 
Enable the ‘Unlock map’ 
code. Press •while explor¬ 
ing the map to advance to 
the final boss with all 
styles. 

In Issue 15 we gave you only 
a couple of cheats for Metal 
Gear Solid, so as it’s such a 
huge game I though I would 
include some more for you; I 
didn’t find them, Adam Weir 
from Glasgow did... 
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Unlimited Flares 
Press A and as Lara draws 
her guns, press L2. She 
puts her guns away and 
strikes a flare, even if she 
has none. 


the start button and press 
■, A, t- , A. With that 
code on the screen, enter 
the TV studio with your ‘act’ 
prepared. Instead of stand¬ 
ing in a line, the girls are 
crowded around a pile of 
handbags on the floor. 


WARGAMES. If anyone can 
help, write in. 


If you need any help with 
any PlayStation game 
then write to: 


Exploding Lara 
Hold walk and step for¬ 
wards and then backwards. 
Turn three circles in the 
same direction and then 
jump backwards - Lara 
explodes. 


Dr Claire 

extreme PlayStation 
Magazine, 

22 Strand Street, 
Poole, 

Dorset, 

BH15ISB 


THE CRITICAL LIST 


Here are the readers who 
are in need of help this 
month... 


Lisa Stevens from 
Staffordshire fancies herself 
as a bit of a Spice Girl and 
would like some cheats for 
Spice World. Well, if it’s what 
you really really want... 


Don’t forget to tell us 
which game you are hav¬ 
ing problems with. The 
best letter received wins a 
selection of Blaze goodies. 


5 All Weapons 

If/ 1 and side-step 

^ / left, right, 

and left 

I j; *' again. Still 

holding walk, 
' ■ step back 

and then for¬ 
wards. 

Perform three 
complete cir¬ 
cles in either 

.. direction (but 

all three 

turns must be in the same 
direction), jump backwards 
and perform a mid-air roll 
with V . press select to check 
your now-full inventory. 


• Alan Lee Newton from 
Birmingham is stuck on 
MEN IN BMCA', particularly 
the Amazon level. We gave 
away a full solution to this 
one with Issue 11, but if 
anyone knows any cheats, 
please write in. 


SPICE WORLD 


Tips ik Cheats Is spon^ 
sored by Blcie. Send in 
your hottest cheats and 
win some Blaze a&odles. 


Giant Spice 

At the menu screen where 
your character walks across 
the globe, hold the Start 
button and press •, ■, •, 
■. Your code appears on 
the screen to confirm it and 
your character is blown up 
to giant size. 


• Martin from Fulham is on 
the very last level of 
WING COMMANDER 3 
and has got himself a 
cloaking device, but he 
doesn’t know how to acti¬ 
vate it - can anyone help? 


roll by pressing . The 
screen freezes and you are 
transported to the end of 
the level. 


• Finally, Oliver Houghton 
from Stockport needs 
some cheats for 


Handbag Code 

At the ‘globe’ menu, hold 












I METAL GEAR SOLID 


Quick Nikita Launcher 
Travel through the first two 
levels and when you reach 
the third, return back to the 
second level and in the 
place of the SOCam pistol is 
the launcher 

Get the Camera 
Get a Level Six key card 
then return to the tank 
hanger, take the elevator to 
Basement Two, go into the 
hall before the room where 


you found the Ocelot 
Revolver. Blow a hole in the 
wall with C4, inside are two 
rooms, the camera is in one 
of the rooms with some 
ammo and a ration. 

Policenauts 

Defeat Ninja for the first 
time and then meet up with 
Otacon. He specks about 
Japanese Metal Gear proto¬ 
types. Then there’s a movie 
about Policenauts. 

See through the eyes of 
Mantis 

When fighting Psycho Mantis 
hold A to see through his 
eyes instead of Snake’s. 



I POOL HUSTLER 

Bowlliards Mini-Game 
Press f, f, f, 4-, A, A, 
,#atthe 

title screen. 


I THE FIFTH ELEMENT 

Level Select 

At the main menu press LI, 
L2, R2, Rl, Select, Start. 


lx GAMES PRO BOARDER 

All Circuits 

To unlock all normal cir¬ 
cuits, enter U, #, A, 



Control the X 

While the game is loading, 
use the D-pad to control 
the spinning X. 

Play as Ollie B 
On the pass¬ 
word screen 
enter A, H, 

, K, A, • 

Super Circuit 
and Secret 
Boarders 
Enter the pass¬ 
word A, ic, , 
n, A,# 


I MAX POWER RACING 

The Max Power Track 
In Arcade Mode, highlight 


Peru and tap #, , R2, R2, 

Rl, Rl. A new territory, the 
Max Power Track, opens 
underneath it. On this 
course you drive a wonder- 
fully-liveried touring car, 
and your opponents are in 
identical vehicles. 




The Uixmate Cheat Cartridge , 


I ALIEN TRILOGY 

Infinite health 
$865DFC2C5A5A 

Rapid fire 
$865DFC0E5959 

Infinite shotgun shells 
$865DFC325A5A 

Infinite pulse grenades 
$865DFC3C5A5A 

Infinite charge grenades 
$865DFC445A5A 

Infinite handgun bullets 
$865DFC2E5A5A 

Infinite flame thrower 
ammo 

$865DFC3A5A5A 

Infinite pulse ammo 
$865DFC385A5A 

Infinite smart gun ammo 
$865DFC405A5A 

Infinite batteries 
$865DFC425A5A 

Possess shotgun 
$865E4F265959 


XPLORER CODES (FOR USE WITH THE XPLORER CHEAT CARTRIDGE) • FOR MORE CODES. CHECK OUT HELPLINE: 
(STANDARD RATE, 24 HOURS, 7 DAYS) 01302 325860 • WEB SITE CAN BE FOUND AT WWW.X-PLORER.CO.UK 


Possess flame thrower 
$865E4F325959 

Possess pulse rifle 
$865E4F2A5959 

Possess smart gun 
$865E4F2E5959 


I G-POLICE 

All weapons 
$B661575C595A 
$1663B72C598A 
$8663B748595A 


GEX3D: 

I ENTER THE GECKO 

Infinite Energy 
$865DDDEC5956 


I I GHOST IN THE SHELL 

First complete one level: 

Access All Levels 
$36657A0A5963 

Enable All Movies 

$B6655756595A 

$16657A885959 


Level 1 

stop Countdown 

Infinite Blue Energy 


$36687D9C594F 

$3660F14E59B6 

Infinite Shields 
$36685C585924 


Max Blue Weapon Power 

■apocalypse 

$3660F1545962 

Infinite Grenades 
$36685C5C595B 

Unlimited Health 

Infinite Read Energy 


$8668F52A595A 

$3660F25659B6 

Level 2 

Unlimited Smart Bombs 

Max Red Weapon Power 

Infinite Shields 

$8668FB685959 

$3660F25C5962 

$366549945924 

Unlimited Lives 

Max Green Energy 

Infinite Grenades 

$3660AD205956 

$3660F25E59B6 

$36654998595B 

$866354548C7A 



$366351545956 

Max Green Weapon Power 

Level 3 


$3660F2645962 

Infinite Shields 

jO.D.T. 

Max White Energy 

$366861345924 


$3660F26659B6 

Infinite Grenades 

Infinite Life 
$3660F4C859B6 

Max White Weapon Power 

$36686138595B 


$3660F26C5962 

Stop Countdown 
$36686128594F 

Infinite Mana 
$3660F2A259B6 


lODDWORLD: 


Max Armour Powerup 

Iabe’s EXODDUS 

Level 4 

$3660EC4759B6 


Infinite Shields 

Max Weapon Powerup 

Invincible 

$365B3BFE5959 

$36687DA85924 

$3660EC4559B6 


Infinite Grenades 

Max Spirit Powerup 

Glow In The Dark 
$365B3B065959 

$36687DAC595B 

$3660EC4B59B6 
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Rollcage. It's pretty fast, innit?lt's a little on the disorientating side 
too. In fact it's one of the toughest, fastest racing games to hit the 
PlayStation. Which is where this month's tips focus comes in... 



m 

Although this stern-looking bird likes to act 
tough, she actually has the weakest car in the 
game. Make sure you don’t get into any car-on- 
car dogfights. She has good enough stats in all 
other departments to make it possible to avoid 
to much entanglement with the other cars, 
though. Her above-average top speed and grip 
mean once you’re out in front you should be 
able to pull out a good lead on the other cars 
due to the ease of control. 


LEON 

A good grip and strength score make Leon a char¬ 
acter worthy of note. His car is lacking in the 
acceleration department, but this shouldn’t cause 
to much of a problem if you avoid crashing too 
much and make sure you get a power start every 
time. His grip and strength make him a contender 
if you want a physical race as he can hit other cars 
and still stay level. This should allow you to get 
out in front, but you need to find the best lines on 
the track as his car isn’t exactly fast. 


LENNY 

Lenny the punk is as tough as they come. He 
has the strongest car in the game, so if you’re 
after a physical race, this guy is the one to go 
for. You need to make sure you take out all the 
other cars as close to the first lap as possible, 
though, as the lack of acceleration puts you at a 
disadvantage from the start. He does have a 
very high top speed, but the lack of grip makes 
it hard to control, which is why we recommend 
that only Rollcage pros go for Lenny. 



iTa 


THE DRIVERS 

Rollcage offers 
you the choice of 
six different dri¬ 
vers, each with 
their own set 
car. The driving 
styles of each 
driver varies 
greatly, and 
choosing the 
right one for you 
is just as impor¬ 
tant as being 
able to react to 
the high-speed 
destructive 
action out on the 
course. Here’s a 
run-down of 
those six main 
characters... 


TONY 

Tony really only loses out in the grip depart¬ 
ment. This makes him difficult to handle as his 
car is capable of hitting some very high speeds 
in a short amount of time. The car’s strength is 
also very good, which makes him a good bet for 
winning in the later leagues, just as long as you 
have enough experience to handle his car’s lack 
of grip at the high speeds it can reach. 


ill 

Jet really is only useful for showing Rollcage 
rookies the ropes, or giving Rollcage veterans a 
real challenge. She has poor acceleration, top 
speed and strength, but a very high grip score. 
This makes her very easy to race with but don’t 
expect to be pulling firsts out of the bag unless 
you’re already very accomplished at playing 
Rollcage. 


LQTHAR 

This guy is average in all departments, although 
he does lose a little on top speed. This makes 
him a good choice for beginners as he has the 
acceleration and grip to keep you in the race but 
his slower top speed won’t scare the pants off of 
you. He gives a balanced race and is about the 
safest bet for success early on in the game as 
you’re likely to get. 
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Still struggling? Here are ten top tips to help you along... 

2 . The blue speed-up arrows on the track are an integral part of the game. 

Some tracks allow you to hit a 
succession of these arrows to 
achieve some ridiculous speeds. 
Be cautious and selective, 
though, as sometimes you can 
end up going too fast, and losing 
control is inevitable. Speed 
arrows can also be found on 
walls and tunnel ceilings, so 
keep your eyes peeled for that 
extra bit of speed, if you think 
you can handle it. 





1 . The power-start allows you to get out in 
front with a good lead right from the word 
‘go’. If you’re at the back of the grid in a 
car with a low strength score, make sure 
you have a 
clean line 
through the 
pack for a 
power-start, 

otherwise you could easily end up hitting a 
car, spinning off and having to play catch¬ 
up. To do a power-start, hit the accelerator 
as the countdown hits One. 




3 . Landing your car, whether from a normal 
jump or upside-down out of a tunnel, is a skill 
you must learn to be really good at Rollcage. 

If you’re going too fast or land at even a slight 
angle, you most likely spin off of the track. 

Always make 
sure that when 
you hit a jump 
you’re directly in 

line with the track in front of you. If you can’t do 
this, tap the brakes as you land to take the edge 
off of the speed, which should give you a better 
chance of regaining control. 




4 . Use driveable walls and tunnels to 
your advantage. For instance, if a tunnel 
is packed, use the ceiling to overtake. 

Driving along walls is often advanta¬ 
geous too 
as the cars 
stick to 
them like 
glue. Make 

sure you get off of the wall before it ends, 
though, or you end up landing on the side 
of your car. It may result in a spectacular 
crash, but it won’t help you win. 


5 . look out for short-cuts and hidden racing 
lines to give yourself the edge over your fellow 
racers. Almost all the tracks have short-cuts, 
although most of them are hidden very well. To 
get your racing times up in the league, explore 
the tracks in Time 
Trial Mode to locate 




all the short-cuts 

and find the best racing lines. A lap in Rollcage 
can be less than 20 seconds, so it’s possible to 
memorise every racing line you need to take. 
Don’t rely on this, though, as you often lose your 
racing line due to other cars or your own error. 



6 . Use the brakes. Rollcage 
may look like a full-on, pedal- 
to-the-metal kind of racer, but 
you do actually need to apply 
some anchor action at certain 
points. Some of the later 
tracks have some very twisty 
roads you simply can’t make 
it through at top speed so be 
aware. You also find huge 
areas obstructed by buildings 
which you need to slow down 
to avoid. 



7 . Use the old police tail¬ 
ending technique to 
knock your opponents 
out of the running. Get 
close to them on a corner 
then simply nudge them 
from behind at an angle 
as they turn the corner. 
This should send them 
spinning off as you sail 
on by. This technique is 
most successful in the 
stronger cars. 


8 . The weapons in Rollcage can also be used 
to blow buildings and scenery to pieces, 
causing them to crash down onto the track. 

The best time to launch a rocket at a piece of 
scenery is 
when you’re in 
front, as the 
resulting 
destruction 

should slow your opponents up a great deal. 
Watch out on the next lap as you have to 
avoid the remaining debris. If you have some 
rockets, simply blast your way through it. 




9 . The First Place Missile can either be a great 
hindrance, or a huge help. If you manage to 
collect one, try and save it until later in the 
race where it might come in more handy. If 
one is fired at you, the first place icon flashes 
and you hear a 
beep. The flashing 
and beeping 




increases as the missile gets closer, and the 
only way to avoid getting blown from the 
track is to use a shield, if you have one. Don’t 
fire a First Place Missile if you’re in first place 
as it swings around at takes you out. 



10 . Practice makes per¬ 
fect. Use the Time Trial 
Mode and simply keep 
trying to better your 
times. Find the best 
lines, shortcuts and how 
fast you can take jumps 
at and you should be on 
your way to completing 
a perfect lap. If you can 
get perfect laps in a race 
scenario, nobody can 
touch you. 
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Sponsored by EAMEPLAY 


EPM SAYS. 


I n last month’s Exchange we asked for your 
opinions on PlayStation 2, and we got them. 
The whole thing has got us thinking. 
PlayStation 2 is on its way. Even though we 
won’t see it in Blighty until late in the year 
2000, the PlayStation still has plenty to look 
forward to. Okay, we’re all dying to find out 
more about PlayStation 2, but let’s not forget we 
still have the best games console in the world 
right now. And the games are only going to get 
better. Not one developer has yet managed to 
harness the full power of the PlayStation. Most 
of the greats like Metal Gear Solid, Gran 
Turismo and FFYII only managed a mere 75% of 
the PlayStation’s power. Surely, then, the 
sequels to these classics are the current hot 
topic, and not a console that doesn’t even have a 
shape or a price and won’t be released in Europe 
until nigh-on 2001? A Space Oddysee 
PlayStation 2 may be, but it ain’t 2001 yet... 

A DRAGON’S FOR (BUG’S) LIFE 

Right, lets get one thing straight. 
Spyro The Dragon is way better 
than A Bug’s Life. I mean, how could a 
game with a stupid ant possibly be 
better than a game with a 
fire-breathing beast (the 
games for babies)? 

And as for A Bug’s Life having bet¬ 
ter graphics than Spyro the 
Dragon, what a load of junk. 1 bet 
loads of people would agree with 
what I’m saying and disagree 
with what a certain Claire Webster 
said in Issue 15 . 

I don’t know about other 
people, but to me it sound¬ 
ed like you were saying A 
Bug’s Life is great and Spyro 
is RUBBISH!!! Get your facts 
straight. What do you have to 
say for yourself? 

From a very mad 12 -year-old 
boy. 

Michael Gritt, 

Staffordshire 

EPM: Over to Claire for this 
one... 

In reply to your letter, 

Michael, I really think 
you should read my 
review again. Then you’ll see what I 
wrote the following about Spyro, who, 

I might add is my favourite game char¬ 
acter - EVER! In my own words I wrote, 

‘but [A Bug’s Life] is nowhere as big as our 
fire-breathing Dragon’s game, and it’s not quite 
as much fun either’. 

Spyro also got a higher score than A Bug’s 
Life as well. A Bug’s Life got 88 % while 
Spyro got 90 %. 

One thing I never, ever want to do is offend 
Spyro or any of his fans. I spent four whole 
days constantly playing the 
game and loved every second of 
it. Therefore, Michael, I am VERY 
VERY sorry if I upset you, and just 
to make it more clear; Spyro the 
Dragon is better than A Bug’s Life. 

Now you can’t get more honest than 
that! 


INDIAN DILEMMA 

I am writing to you regarding a query which ' 
nobody seems able to answer. I intend to emi¬ 
grate to India in about three years’ time. I have a 
collection of nearly 50 PlayStation games (at 
time of writing) which I would like to take with 
me, along with my console. I will also be pur¬ 
chasing another console to take with me as I 
don’t think PlayStation is available in India yet. 

Will I be able to use my console in conjunction 
with the televisions in India? When PlayStation 
does become available in India, will I be able to 
use the games I have purchased here? Having 
spent a not inconsiderable sum of money on my 
collection, I would be loathed to leave it behind 
and start again. Any help and advice you can give 
would be greatly appreciated. 

May I also take this opportunity to congratulate 
you on your publication which contains sensibly 
written articles and features without resorting to 
unnecessary crudeness which some other maga¬ 
zines seem to think is amusing. 

Nelson Dias, Byfleet 

EPM: Thanks for the praise Nelson. As for your 
Indian quandaries, our resident expert on Indian 
PlayStation compatibility tells us that as long as 
you use a SCARTTV, your games should be fine 
on your English PlayStation. However, powering 
It will be a different matter, you may need to get 
some kind of adapter. If you buy an Indian 
PlayStation, your games undoubtedly won’t work 
on it. Which means your 50 -plus game collection 
is out of the window. Stick with your existing 
PlayStation and search out a power adapter. 

STEERING STORY 

I have recently purchased a PlayStation and am 
trying to find a suitable racing wheel that will be 
appropriate for the rally games, eg. Colin McRae 
Rally. I don’t know whether It’s just me who has 
the problem, or if this is a common 

question/complaint, but the 
joypad just doesn’t have the 
same effect and restricts 
your playing. So could you 
help me and other 
PlayStation owners resolve 
this situation 
advise us 
on the best 
decision to 
make. 

Simon Gale, 
Carlisle 

EPM: Finding 
the best steer¬ 
ing wheel Is 
really down to 
personal taste. The 
Official Jordan 
Grand Prix 
Racing Wheel 
does stand out 
from the pack, 
though. 

The best controller 
for Colin McRae 
Rally, however, is not a 
steering wheel, just get an 
Official Sony Dual Shock pad 
for pixel-perfect control, accelera¬ 
tion and cornering. It may take you a 
little while to get used to, but it’s far 




STAR LETTER 

GREAT USE OF THE 
WORD’BINT’... 


A/ith reference to Max Power Racing 
adverts’. Max Power may well have the 
attitude ‘racy cars and racy women’ 

[what’s a ‘racy woman’ anyway? Sally 
Gunnell?), but I think most people (apart 
Tom certain one-handed extreme 
PlayStation adult adolescent readers) tend 
0 associate racy cars with thick men. 

\lso, what was the point of using said 
Doster of addled tart to illustrate the 
Doint of the letters when there was a 
Dicture of another dopey bint and what 
appears to be someone’s slightly 
Jeranged mother who’s forgot to do her 
ihirt up on the previous page? Could it 
De to up the tit count? No, no. I’m being 
0 cynical. Or I hope I am. 

-ook, these ads are sad and silly and 
Dathetic and you don’t need ‘em. OK, you 
nay lose some money at first, but you 
lever know, you might gain some readers, 
ncldentally, I don’t want ‘hunky men with 
)ig lunchboxes’ either. Go on, be brave! Be 
nnovative! Dump the dogs! I darez ya. 

(' McDonald, Rugby 

’S. Poor old Claire, that’s what I say. 

^PS. Re. ‘Post Taste’; I CAN cook and 
’ve got big bouncy boobs! Ha ha! 

^PPS. Hey Ian. Nice poster! No wonder 
rou need glasses. 

iPM: Interesting point about the use of 
)lctures of women in the mag (but did- 
I’t you notice the ‘dopey bint’ and 
slightly deranged mother’ were the 
.ame person?). It’s not one we can 
inswer without sounding like a bunch of 
nale chauvinist pigs, but we don’t have 
i ‘tit count’ as you call It, unlike some 
nags. How often do you see EPM gratu- 
tously using shots of semi-clad girlies? 
Jot enough if some of the letters we’ve 
eceived are anything to go by. Anyway, 
\ie stand by our Max Power poster - all 
lay long with one hand in our pockets, 
ly the way. If you want your Star Letter 
jame you’d better get In contact and tell 
IS what game you want, ‘cos while on 
our high horse, you forgot to name 
me. Doh! 
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better than any steering wheel; on this particular 
game anyway. In fact, nobody has really hit the 
nail on the head when it comes to steering 
wheels. There are some good ones out there, but 
you can’t beat analogue joypads for precise and 
reactive control. 

DON’T DO DEMOS? 

I am writing to ask why you don’t give out free 
demo discs with your magazine, like other publi¬ 
cations do? It is better to play the game as well 
as read about it. 

1 bought another magazine and it had a free 
demo disc with it. 1 read about the game and 
then played it. I thought that this was an excel¬ 
lent way of showing how good (or otherwise) a 
game was. 

In a previous issue you said you would review 
certain games, such as in Issue 13 it said that 
next month’s issue would review South Park, 
Silent Hill and others. These have not yet been 
reviewed - why? 

Lyle Mitchell, Perthshire 

EPM: If we ran demo discs. Extreme PlayStation 
would end up twice the price it is now, (which is 
something we don’t want), as the blank discs 
have to be bought direct from Sony. We can’t use 
any old discs. As for demo discs themselves, are 
they really that Important? The only two mags 
that have regular demo discs are the two most 
expensive PlayStation mags, and is the quality 
of the content really worth that extra cash? We’d 
like to think that you can trust us to help you In 
deciding what games to buy and which avoid in 
our review section. 

As for reviews not appearing, well that isn’t our 
fault. If we’re told a game is soon to b ready for 
review but then it slips back, there really is 
nothing we can do about It. It’s not as If we have 
the review copies of these games in the office 
and we’re keeping hold of them to disappoint 
our readers, is it? 

CHARACTER ANALYSIS... 

Okay, here I go. I am writing for several reasons. 
The first is to congratulate Dave Moss (Issue 16 ) 
on realising the excellence of FFVII. I am now 
making my way through the game for about the 
fifth time (and yes, before you say it, I DO have a 
social life!) and am waiting patiently for the 
release of FFVIII. 

I completely agree with what Andrew Wallace 
said about the creativity and innovation of game 
and character designers. Where are the new and 


upcoming heroes of the future? To prove just how 
easy it is to design a new character, I’ve come 
up with two of my own, AND because the majori¬ 
ty of the population of gameplayers are male 
(unlike myself) I have made them both female. 
Fair enough, I couldn’t be bothered to create the 
whole scenario and scenery of an entire game, 
but you get my point. 

Melanie Flatten, Lincoln 



EPM: Thanks for the superb pictures Melanie, 
but without character backgrounds, that’s all 
they are; pictures, albeit extremely well drawn. 
To create a good game character you need to 
write a whole life for them. Game characters 
need an attitude, a context and a past. Without 
these all you have is a drawing. We do agree, 
however, that there Isn’t enough Innovation In 
this area of the game industry. Perhaps you 
should create a character background for your 
drawings and send them off in the context of a 
game idea to some software companies? You 
never know, you might get lucky and land a job 
as a character designer where you can sort the 
problem out yourself. 


PEARLS OF 
WISDOM... 

• The PlayStation 2 is miles of yet. 

Besides I still haven’t completed Tomb 
Raider III or Metal Gear Solid, and I’m 
well looking forward to Silent Hill, 

Syphon Filter, GT 2 and FFVIII. So to tell 
the truth I couldn’t care less about it. Yet. 
Simon Thompson, Bristol 

EPM: Come on, you’re dying to know 
aren’t you? We are anyway, but we do 
agree that there’s plenty of life left In 
the old PlayStation yet. 

• My friend has an import Dreamcast 
machine and I’ve seen a few of the 
games. Why is It that they look great but 
play crap? 

Darren Saunders, Eastbourne 

EPM: They were basically rushed out to 
meet the Japanese launch. The games 
for the UK launch should be a little 
more polished. Why are you asking us, 
anyway? 

• Love the Max Power Racing poster from 
a few months back. Those alloy wheels 
are great. Nice spoiler too. Oh yeah, that 
bird’s got a lovely set of waps. 

Aaron Sykes, Manchester 

EPM: Yeah - we like the air vents In the 
bonnet best. 

• Can I have Metal gear Solid if I win the 
star letter prize? 

Everyone, everywheresville 

EPM: What, just like the other 200 let¬ 
ters we’ve read through? 



The winner of our prestigious 
Star Letter award receives a free game 
of his or her choice, supplied by our 
friends at Gameplay. Cheers, lads. 

If you want to be in with a chance of 
winning, or merely have something to 
get off your chest, write to: 

Exchange, 

extreme PlayStation Magazine, 

22 Strand Street, 

Poole, 

Dorset 
BH15 iSB. 

Don’t forget to state what game you 
would like should you win. 
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l/l/eVe got some 
great stuff for 
you this month, 
especially with 
the coloured 
official analogue 
pads and the 
official V3 Racing 
Wheel making 
an appearance - 
you can*t buy 
better, you 
know,,. 


ASSASSIIXI 

AUTOIVIATIC HAIMD GUIM 

PRICE ; £39.99 BY: NU-GEN 

By no means the cheapest gun on the market, but it does come 
with a Time Crisis-compatible foot pedal. It has a 
Normal/GunCon switch and is fully compatible with all the gun 
games available on the PSX. It’s lightweight and comes with 
plenty of extra button controls for auto-fire and auto-reload as 
well as a special function button just in case there’s a game in 
the future that might require it. 

VERDICT ; 7 OUT OF 10 

The handgun itself is easy to handle, with a long enough lead 
to allow across-the-room shooting. The trigger is a little loose, 
making pulling it a little long-winded, but it doesn’t cause big 
problems during play. The overall compatibility of the gun is 
very reassuring, though it does feel a little delicate (I don’t 
think it would last as long as a GunCon). All in all, a jack-of-all- 
trades, and a good price considering what you get. 




OFFICIAL 


V3 RACIIMG WHEEL 

PRICE ; £49.99 lY: INTERAa 

Yes I know, another steering wheel, but you can’t review enough of them, espe¬ 
cially when you consider the compatibility problems that seem to plague some of 
the third party offerings. 

VERDICT ; 8 OUT OF 10 

Sony’s choice of the Interact V 3 as their official product 
was indeed a wise one. It’s sturdy in manufacture has is 
compatible with all the driving games we have in the 
office at the moment (and that’s quite a few, you 
know!). The under-the-leg design is handy for armchair 
addicts and the pedals are accessible from many posi¬ 
tions. Some of the buttons might have been better 
placed, but what you get is well worth the cost. 



COLOUR PAOS 

PRICE ; £19.99 BY: SONY 

They’re by Sony, they’re Duel Shock Analogue, 
and they now come in a sexy range of 
colours. What more needs to be said, 
other than it’s available now at the excel¬ 
lent price of £ 19 . 99 ? Nothing really... 

VERDICT ; lo OUT OF lo 

What can you say? The official range of Sony 
products are renowned for their robust quality 
and lifespan. Buy one of these colour pads next week 
and you can pretty-much guarantee that it will still be 
with you when Tekken 6 hits the shops! 



SPHERE 360 PAD 

PRICE: £49.99 BY: ASCII (AVAILABLE SOON) 

Welcome to the wonderful world of true multi-axis 360 - 
degree movement courtesy of the Sphere 360 pad. It is 
said to be the most advanced hand controller on the 
market thanks to its use of NASA’s own technology used 
to aid astronauts in the frictionless environment of 
space. It’s perfect for use with games like Decent in 
which complicated button and direction combinations 
are replaced with a single hand movement. Simply tilt 
the sphere up or down to alter your pitch or strafe by 
actually pushing the sphere from side to side! We’re yet 
to see a complete version of this innovative pad in the 
office, but as soon as we get our hands on one, you’ll see a full review right here... 




PASSWORD 


lY: IMPORT 
PRICE; VARIES 



The Password Card looks like a grey import; heck, it probably is a grey 
import, but it seems to do the job pretty well. It Is compatible with both the 
Action Replay and Gameshark codes, so it’s also pretty versatile. 


VERDICT ; 7 OUT OF 10 


It seems there’s no standard price for 
the Card, so they will vary, but it’s defi¬ 
nitely worth 
about a tenner 
due to its com¬ 
patibility. 
Watch out for 
them In your 
Import and second hand stockist, but 
make sure you get a receipt! 
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■^owboard 
Kids 2 


Racing Lagoon 


US SATURN RPG'S 


Parasite tve 
Saga Frontier 
Tales of Destiny 
Wild Arms 
Xenogears 


Lunar: Complete 


Magic Knight Royearth 


New releases arriving on all systems daily - Ring for details - Best deals on part exchange - fvtany bock cataiogue titles for all systems ■ Trade enquiries welcome 

Next day delivery available - Established 8 years - Visit us at: 3 The Parade, Stonegate Road, Meanwood, Leeds, LS6 4HZ. 

Also at: 10 Mi Hitt. Leeds, LSI 5DQ. TEL: 011 3 234 1116. All copyrights respected. Hellol 


VISA 






-□i:- 


Open: Mon-Sat 10am-7pm, Sun 12pm-5pm 
://www.newqeneratlon.demon.co.uk/index.htin - PREVIEWS 


Open: 

REVIEWS - httD://www.ne 


INTENCX) 64 ^ 

— Beetle Racing (U.S/U^, 
California speed (U.S) 
Castlevania (U.S) 
Extreme G 2 (U.S) 
■■■■“ Fifa99(U.S) 


PLAYSTATION 


JAP DREAMCAST 


^ Ace Combat 3 (JAP) 

Ape Escape {JAP} 

■ Beotmania 3rd Mix {sAE) 

■ Chocobo Racing (JAP) 

® Dance Dance Revolution (JAP) 
^ Driver (U.S/U.K) 

^ Final Fantasy 8 (JAP) 

Metal Gear Solid (JAP/U.S/U.K) 

„ Omega Boost (JAP) 

^ Racing Lagoon (JAP) 


Ape Escape 


Beetle Adv. Racing 


Highway Battle 


Mario Party (U.S) 


Final Fantasy 8 (JAP) Micro Machines (U.S/U.K) 

Metal Gear Solid (JAP/U.S/U.K) 

Omega Boost (JAP) Squadron (U.S/U.K) 

Racing Lagoon (JAP) Shadownnan (U.S) 

Ridge Racer Type 4 (JAP/U.S/U.K) California Speed Smash Bros. (JAP/U.S) 
Silent Hill (U.S/JAP) Snowboard Kids 2 (U.S) 


Driver 


Snowboard Kids 2 (U.S) 
South Park (U.S/U.K) 

Star Shot (U.S) ^ 

Vigilante 8 (U.S/U.K) A 
Wipeout 64 ( U.S/U.K)Ji 
Zelda (U.S/U.FM|f^ 


Soul Reaver (U.S) 
Sports Car GT (U.S) 

S. Fighter Zero 3 (JAP/U 
Syphon Filter (U.S) ^ 
Umjama Lammy (JAP) 


DREAMCAST 

Dreamcast Gun 

Joystick 
RGB Cable 
Rumble Pack 
Steering Wheel 
S-Video Cable 
VMS Memory Card 


Aero Dancing 
Blue Stinger 
Buggy Heat 
Get Bass 
Highway Battle 
House of the Dead 2 
Incoming 
King of Fighters 99 
Marvel Vs Capcom 
Monaco GP 
I House of the Dead 2 Powerstone 

Psychic Force 2012 
Red Line Racer 
Sega Rally 2 
Sonic Adventure 
Super Speed Racing 
Virtue Fighter 3tb 

^US PLAYSTATION RPG'S 

Alundra Final Fantasy Tactics 

Azure Dreams Granstream Saga 

Brave Fencer Musashi Guardian’s Crusade 
Breath of Fire 3 Kartia 

Final Fantasy 7 King's Field 2 

_ Legend^ Legqiq _ 




TEL: 01908 613337 
FAX: 01908 216246 


TEL: 0468 403341 


DREAMCAST 

SEGA DREAMCAST £229.99 

VMS £24.99 

PADS £28.99 

RACING WHEEL £59.99 

RUMBLE PAK £CALL 

ARCADE STICK £CALL 

VGA BOX M— Im £CALL 

GUN £CALL 

GET BASS £49.99 

SONIC ADVENTURE £49.99 

SEGA RALLY 2 £49.99 

MONOCO GP £49.99 

AERO DANCING £49.99 

HOUSE OF THE DEAD 2 £CALL 

POWER STONE £49.99 

BLUE STINGER £49.99 

MANY MORE GAMES AVAILABLE 


USA DVD PLAYERS 

SONY M35 (ALL REGION) £449.99 

PIONEER 606 (ALL REGION) £449.99 

PIONEER 414 (ALL REGION) £399.99 

PANASONIC A310 £399.99 

PIONEER 301 (3 DISC MULTICHANGER) £499.99 
PIONEER KlOl (ALL REGION) £349.99 

PSX VIDEO C.O. ADAPTERS FROM £39.99 

ACCESSOR!ES 

N64 4MEG PAK £24.99 

DREAMCAST SCART LEADS £CALL 

TEKKEN 3 MODELS £9.99 

NEO GEO POCKET £44.99 

FI JORDAN STEERING WHEEL 2 £54.99 

REPLACEMENT N64 PSU £19.99 

N64 PASSPORT ADAPTER £19.99 


METAL GEAR SOLID RGURES IN STOCK NOW 
ALL THE LATEST UK, US & JAP PLAYSTATION & NINTENDO ^,AMES AVAILABLE AT UNBEATABLE PRICES 


I 


SILENT HILL (US) £46.99 

RE2 (DUAL SHOCK) £42.99 

MONSTERSEED (US) £44.99 

RIDGE RACER R4 (JAP) ECALL 

EZ EHRGEIZ (JAP) £49.99 

XENOGEARS (US) £44.99 

SYTHON FILTER (US) £44.99 

PARASITE EVE (US) £44.99 

BRAVE FENCER (US) £44.99 

T.R.A.G (US) ECALL 

MARVEL Vs STREET FIGHTER £44.99 

WCW THUNDER (US) £29.99 

LUNAR SILVER STAR 4 (US) £44.99 

ANIMANIACS (US) £34.99 

NEXT DAY DELIVERY AVAILABLE ON ALL PRODUCTS 

.ALL MAIL TO: .WILD IMPORTS . . 

»P0 BOX 3503, MUTON KEYNES MK3 7ZS ; 


FISHERMANS BAIT (US) £44.99 

ARMY MEN 3D (US) £44.99 

STREET FIGHTER ALPHA 3 (JAP) ECALL 

CARMEGEDDON 2 (US) £44.99 

RUG RATS (US) ECALL 

SUPERMAN 64 (US) ECALL 

MARIO PARTY (US) £49.99 

SOUTH PARK (US) ECALL 

WCW NITRO (US) £49.99 

QUAKE 2 (US) £49.99 

FIFA 99 (US) £49.99 

HYBRID HEAVEN (JAP) ECALL 

V64 JR ECALL 

TRANSAX: cheques CLEARED INSTANTLY 

OPEN MON^AT 10AM - 6PM 


NEW SHOP NOW OPEN: 

WILD IMPORTjS, 120 HIGH STREET, NEWPORT 
PAGNELL, IVIK16 8EH 

























































SUBSCRIPTIONS 


SUBSCRIBE TO EXTREME 


PLAYSTATION AND GET; 

THE UK’S MOST IN-DEPTH 
PLAYSTATION MAGAZINE 

FREE GIFTS WITH 

EVERY ISSUE 

A 33% DISCOUNT 


UK £26 • EU (Airmail) £35 • World (Airmail) £65 • 13 issues per year 
Please start my year’s subscription to extreme PlayStation from issue 18 

Name .-. 

Address. 


Postcode.Tel .. 

Please send a cheque or postal order made payable to: 

Quay Magazine Publishing Ltd • 22 Strand Street • Poole • Dorset BH15 iSB 




THE FIFTH 
ELEMENT 

i 


pMSil 


PMSWTIOfSK**™ 


■ SUTiqit 

Reviewed: Kensei. Rival 
Schools, Premier Manager 99. 
Monkey Hero^va Football 
FREE: Colour solutions guide 
to Tenct)u: Stealth assassins 
and Spyro the Dragon. 


iOFFICI*- 


Reviewed: Colin McRae 
Rally. WarGames, Blast 
Radius. Tombi, Fload Rash 
3D, Blaster Batman & Robin, 
FREE: 10 Power Tips Cards. 


Reviewed: Tomb Raider III, 
TOCA 2, FIFA '99. Actua 
Soccer 3, Stre^, fr-Movie 
FREE: 212-page extreme 
Solutions book (Platmtjm 1) 
covering 24 Platinum games 


Reviewed: Gex: Deep Cover 
Gecko, ftoUc^e, Tai Fu, 
Tank R 4 cer. Bloody Roar 2 
FREE: Metal Clear Solid + 
Ridge Rjacer Type 4 solutions 
book. 


Please send me the following copies of extreme 
PlayStation: 


Issue 2 ... 

.. copies 

£ 

Issue 4 ... 

.. copies 

£ 

Issue 8 ... 

.. copies 

£ 

Issue 12 ... 

.. copies 

£ 

Issue 14 ... 

.. copies 

£ 

Issue 16 ... 

.. copies 

£ 


Total £ 


Name .. 
Address 


Postcode 
Tel. 


The price of back issues is £ 3.95 in the UK 
(EU £ 4 . 95 ; World £ 6 . 95 ) 


Please send a cheque or postal order made payable to: 


Quay Magazine Publishing Ltd 

22 Strand Street • Poole • Dorset BH15 iSB 


back issues 
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SPICE Ti 

The siren's back ' c* 
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TEKKEN 3 
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VIDEO CANE CENTRE 


WE HAVE A HUGE RANGE OF NEW 
AND USED CONSOLES, GAMES & 
ACCESSORIES. INCLUDING THE 
LATEST IMPORTS FROM THE USA & 
JAPAN. WE ALSO HAVE A LARGE 
RANGE OF GAMES FOR THE OLDER 
GAMES SYSTEMS. 


PLAYSTATION, SATURN, NINTENDO 64, 

870 WIMBORNE ROAD, MOORDOWN, 

MEGA DRIVE, SUPER NINTENDO, 

BOURNEMOUTH BH9 2DR 

LYNX, GAMEBOY, 3D0, JAGUAR, MEGA 
CD, NEO GEO (CD), PC ENGINE, TURBO 

TEL/FAX: 01202 527314 

16 & COMING SOON... DREAMCAST 

www.videogamec.demon.co.uk 


NOW OPEN SUNDAY (11AM-4PM) 


Definitive 
PlayStation 
Cheats, Tips 
& Solutions 

Volume 3 

£9.99 from all 
good book stores 





R-Type Delta 
Rival Schools (US) 

Final Fantasy VIII (JAP) 
Metal Gear Solid (US) 
Marvel Super HerosVs SF 
Xenogears (US) 

EZ Ehrgeiz (JAP) 

Parasite Eve 
Brave Fencer (US) 
Parrappa the Rappa 
Driver 
Quake 2 

Street Fighter Collection 2 
Street Fighter Zero 3 
Soul Reaver 
Silent Hill 
South Park 



HU 


DREAMCAST & U.K POWER SUPPLY 

Sega rally 2 
Sonic adventure 
House of the Dead 2 
Power Stone 
Marvel Vs. Capcom 
Scart Lead 
Pal Booster 
Extra Controller 
Dreamcasts VMS 
PC Monitor Table 


£CALL 

£44.99 

£CALL 

£44.99 

£44.99 

£44.99 

£CALL 

£44.99 

£44.99 

£CALL 

£CALL 

£CALL 

£44.99 

£44.99 

£CALL 

£44.99 

£44.99 

£ 299.00 

£53.99 

£53.99 

£CALL 

£CALL 

£CALL 

£CALL 

£CALL 

£CALL 

£29.00 

£CALL 

£159.00 


PLAYSTATION GAME HUNTER £17.99 

(BEST QUANTITY DISCOUNT IN UK!) 

UNIVERSAL PLAYSTATION - 

PLAYS ALL IMPORT / UK CD’S £129.00 

POCKET STATION £CALL 

Dual shock pad Official Sony (any colour) £14.99 
Tekken 3 Joy Pad £5.49 

Playstation lazer unit - 

smooth loading no fmv skipping £45.00 

Playstation scart lead £3.50 

PS Gun-con Scart Lead £4.49 

Virtual pistol - 

better than guncon, jolt action £24.99 

PS Chip & ins- lets you play US/UK/JAP 
games (quantity discount) £5.00 

Smart pal booster - lets you play import 

P ames in colour on any T.V. £15.00 

laystation replacement lazer unit £35.00 

96 PS Memory £29.00 

16 Meg PS memory card £15.00 

Sony f Mb memory card £5.99 

Virtual Pistol With Sliding Top- 
better than Gun-con £38.99 

Formula Zero Dual Shock Steering Wheel £64.99 
Playstation Mouse £13.50 

Playstation joypad extension cable £5.00 

Playstation link cable £3.99 

PLAYSTATION CDS 

Ace Combat 3 £44.99 

Bust-A-Move 2 £CALL 

WCW Thunder £44.99 

Lunar Silver Star Story £CALL 

Ridge Racer 4 (JAP) £CALL 

Ridge Racer Special Edition £CALL 

LATEST PLAYSTATION, DREAMCAST, NINTENDO 64, SATURN AVAILAB LE. BES TT RADE PR 

Please send registered cheques/postal orders made payable to Console King. ' 

Cash sent registered only! Prices are subject to change without notice 
Console King, PO Box 6, Narberth, Wales SA67 7YG 
Tel: 0410 425019 -Tel/Fax: 01437 769357 

E-Mail: consoleking@yahoo.com • All Major Credit Cards accepted. 


SEGA “WHITE FLASH” SATURN 
4 in 1 IMPORT Adapter, lets you play all UK/US/JAP 
games + games that require 
RAM such as X-Men, M-Slug etc 
Saturn Link Up Cable 
Saturn Scart Lead 
Saturn VCD Card 
Capcom 4 Mb RAM Card 

SEGA SATURN CDS 
Sega Ages Mickey & Donald 
Dungeons & Dragons Collection 
Radiant silver gun 
Marvel vs SF 
X-Men Vs SF 
Pocket fighter 
Vampire Saviour 
Capcom vol.1 1943 etc 
Capcom vol.2 Ghouls and ghosts etc 
Capcom vol.4 Mercs etc 




£44.99 

£CALL 

£46.99 

£49.99 

£46.99 

£39.99 

£46.99 

£44.99 

£44.99 

£44.99 


Konami MSX collection 
Castlevania 
Fatal fury collection 
£39.99 

Waku waku 7 
Metal Slug 

NINTENDO 64 CD-ROM DEVICE 
Doctor Junior Cart. Emulator , 

Zelda 64 (US) H 

Smash Brother 

Turok 2 ^ 

Star Wars Rogue Squadron I 
South Park 
Castlevania 64 
Conkers Quest 

Nintendo 64 US/JAP - No Borders or slow c 
import machines 17.5 % faster 
All machines comb with UK Power Packs! 
Nintendo 64 Passport plus - lets you play 
UK/US/JAP games with cheat functions 
Official 64 Pad 

DX 256 save cart for N64 CD ROM 

DS1 F-ZERO /1080 N64 CD-ROM Save Cart 

N64 1MB Memory Card 

N64 Rumble Pack 

N64 Rumble/1 MB Memory/Card 

N64 Scart Lead 

N64 POWER SUPPLY UNIT UK/US/JAP 
COMPATIBLE 240V 


£24.99 

£17.99 

£29.99 

£34.99 

£4.99 

£4.99 

£7.49 

£19.99 

£35.00 


SF / KOF / FF7 Wall Scrolls, Key Chains, Wind Up 
Godzilla Toys etc Available! 


IN THE UK! 
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KEY RU: Round-up review taken from a genre feature; PL: Platinum title; IM: Import Review 


directary enyuiries 

Welcome to extreme PlayStation's round-up of every game we've ever 
reviewed. If we've covered a game more than once (eg. at full price and 
again on Platinum), we use the latest review. 


iTitIP 

Publisher 

Genre 

Issue 

Score 

Comment 1 


2Xtreme 

Sony CEE 

Sports Sim 

#16 RU 

30% 

Dodgy extreme sports offering that’s been totally eclipsed by the Cool Boarders series. 

3D Lemmings 

Psygnosis 

Puzzle Game 

#8 RU 

60% 

The 3D perspective makes for awkward controls that take the heart out of the game. 

4-4-2 

Virgin Interactive 

Sports Sim 

#10 RU 

20% 

The worst football game ever. Unbelievably shallow and simplistic. 

Abe’s Exoddus 

GT Interactive 

Platform Game 

#11 

75% 

Packed with gimmicks and gags, but not everyone will appreciate its slow pace. 

An all-time classic platform puzzler executed with real style. Top animation too. 

Ab€'s Oddysee 

GT Interactive 

Platform Game 

#9 PL 

94% 

A Bug’s Life 

Sony CEE 

Platform Game 

#15 

88% 

Fantastic graphics make this 3D platformer a joy to watch as well as play. 

Ace Combat 2 

Namco 

Flight Sim 

#9 RU 

72% 

The flight simmer’s flight sim - definitely not for the arcade-oriented. 

Actua Golf 3 

Gremlin Interactive 

Sports Sim 

#12 

49% 

Shoddy and poorly-executed golf sim from people who really should know better. 

Actua Ice Hockey 

Gremlin Interactive 

Sports Sim 

#3 

74% 

Rushed out to be on the shelves in time for the Nagano Winter Olympics - shame. 

Actua Soccer 

Gremlin Interactive 

Sports Sim 

#10 RU 

88% 

Puts in a good performance overall, but the goalies are a little weak. 

Actua Soccer 2 

Gremlin Interactive 

Sports Sim 

#1 

88% 

Controls are awkward at first, but great graphical touches. 

Actua Soccer 3 

Gremlin Interactive 

Sports Sim 

#12 

91% 

The ball travels too fast when in the air, but this is the game’s only real fault. 

Actua Soccer: Club Edition 

Gremlin Interactive 

Sports Sim 

#13 

59% 

A cynical Premier League cash-in version of the original Actua Soccer. 

Actua Tennis 

Gremlin Interactive 

Sports Sim 

#11 

31% 

Disgustingly badly programmed sports sim. A complete joke. 

adidas Power Soccer 

Psygnosis 

Sports Sim 

#5 PL 

39% 

Arcadey football sim - not worth buying, even at Platinum prices. 

adidas Power Soccer 2 

Psygnosis 

Sports Sim 

#10 RU 

65% 

The best of the adidas games, but that’s not saying much. 

adidas Power Soccer 98 

Psygnosis 

Sports Sim 

#7 

55% 

Shoddy soccer sim. Matches are slow, tedious and disjointed, and scoring arbitrary. 

Agile Warrior F-IIIX 

Virgin Interactive 

Flight Sim 

#9 RU 

35% 

Old flight sim which raised few cheers when first released and fewer still now. 

Air Combat 

Namco 

Flight Sim 

#9RU 

43% 

Too much time spent doing nothing destroys this flight sim. Hideous fogging too. 

Akuji The Heartless 

Eidos 

Platform Game 

#13 

90% 

Scary 3D action game with epic storyline developed through shocking cut scenes. 

Alien Trilogy 

Acclaim 

3D Shoot-’em-up 

#7RU 

90% 

Another Doom clone, but for once the film licence actually adds to the game. 

All Star Soccer 

Eidos 

Sports Sim 

#10 RU 

34% 

Tongue-in-cheek footie game with over-the-top violence and frustrating gameplay. 

All Star Tennis ‘99 

Ubi Soft 

Sports Sim 

#13 

80% 

A decent game of tennis with a few arcadey events thrown in for good measure. 

Alone in the Dark 

Infogrames 

Action Adventure 

#3RU 

70% 

Dodgy conversion of great PC game. Too short to boot. 

Alundra 

Psygnosis 

RPG 

#5 

83% 

Arcadey RPG in the Zelda mould, but lacking in plot. 

Andretti Racing 

Electronic Arts 

Driving Game 

#14 RU 

69% 

Lightweight IndyCar/NASCAR sim which can’t hold its own with modern drivers. 

Apocalypse 

Activision 

Shoot-'em-up 

#11 

90% 

Spectacular 3D blaster starring Bruce Willis. Atmospheric and exciting. 

Arcade’s G. Hits: Atari Col. 2 

GT Interactive 

Compilition 

#8 - 

60% 

Paperboy, Marble madness. Gauntlet, Crystal Castles, Road Blasters & Millipede. 

Area 51 

Atari 

Light Gun Game 

#6 RU 

79% 

Light gun game with lots to offer. Superb interactive backdrops. 

Armoured Core 

Sony CEE 

Shoot-’em-up 

lt6 

_65% 

Slow and uninteresting mech game. Fun at first, but gameplay’s too thin. 

Assault 

Telstar 

Shoot-*em-up 

#10 

90% 

3D shoot-’em-up with great graphic explosions. Difficult to aim shots, though. 

Asteroids 

Activision 

Shoot-’em-up 

#13 

80% 

Top update of the old ’79 classic, which retains the charm and subtlety of the original. 

Atlantis: The Lost Tales 

Cryo Interactive 

Adventure 

#11 

40% 

Graphic adventure with a great engine but weak gameplay. Too many sudden deaths. 

Auto Destruct 

Electronic Arts 

Driving Game 

#2 

67% 

Boring and repetitive driving combat game made redundant by Vigilante 8. 

Ayrton Senna Kart Duel 

Phillips 

Driving Game 

#14 RU 

72% 

Interesting variant on the sports driving sim. Not perfect, but worth a look. 

Ayrton Senna Kart Duel 2 

Infogrames 

Driving Game 

#14 RU 

74% 

Not a bad game, but really only a tweaked version of the first offering. 

Azure Dreams 

Konami 

RPG 

#9 

69% 

Great new ideas in this RPG, but they don’t really come off. 

Baby Universe 

Sony CEE 

Utility 

#10 

40% 

Create your own light patterns. A pointless and badly executed pile of shite. 

Batman 8i Robin 

Acclaim 

3D Action Game 

#8 

70% 

Interesting action adventure, but badly programmed and unoriginal. 

Battle Arena Toshinden 

Takara 

Beat-’em-up 

#4 RU 

30% 

Beat-’em-up from the dawn of time - dreadful by today’s standards. 

Battle Arena Toshinden 2 

Takara 

Beat-’em-up 

#4 RU 

58% 

Interesting tactical weapons-based fighter, but too shallow for anyone but beginners. 

Battle Arena Toshinden 3 

Takara 

Beat-’em-up 

#4 RU 

70% 

More of the same, but let’s face it - there are better beat-’em-ups around. 

Big Race USA 

Empire Interactive 

Pinball Sim 

#14 

48% 

What’s there’s good, but only one table? Not good value as a full-pricer. 

BioFreaks 

GT Interactive 

Beat-’em-up 

#11 

80% 

Great blood and gore in this beat-’em-up, but the aerial combat is unconvincing. 

Black Dawn 

Electronic Arts 

Flight Sim 

#9RU 

73% 

Flight sim lite, featuring a helicopter and lots of arcadey bangs and flashes. 

Blam! Machinehead 

Sony CEE 

3D Shoot-’em-up 

#7RU 

55% 

This Doom/mech offering’s a chore to play, and has no real sparkle. 

Blasto 

Sony CEE 

Platform Game 

#8 

80% 

The graphics on this 3D platform shooter are terrible, but it plays better than it looks. 

Blast Radius 

Psygnosis 

•Shoot-*em-up 

#8 

91% 

Outer space dogfighting at its best. Intelligent enemy Al keeps you on your toes. 

Blaze & Blade: Eternal Quest Funsoft 

RPG 

#11 

81% 

Four-player RPG puts new perspective on the genre. Interesting storyline too. 

Blazing Dragons 

BMG 

Adventure 

#3 RU 

80% 

Fun graphic adventure starring Monty Python’s Terry Jones. For the younger gamer. 

Blood Omen: Legacy of Kain 

Eidos 

RPG 

#11 PL 

88% 

Mean and moody RPG with great cut sequences and chilling voice-overs. 

Bloody Roar 

Virgin Interactive 

Beat-’em-up 

#4RU 

72% 

Beat-’em-up where you can change from human to animal form mid-fight. 

Bloody Roar 2 

Virgin Interactive 

Beat-’em-up 

#16 

87% 

Not quite up there with the Tekkens, but a playable and original fighter nonetheless. 

Bomberman Wars 

Hudson Soft 

Puzzle Game 

#8 IM 

78% 

Interesting Final Fantasy Tactics clone using the Bomberman characters. 

Bomberman World 

Sony CEE 

Puzzle Game 

#6 

83% 

Excellent multi-player game, but flawed single-player offering. 

B-Movie 

GT Interactive 

Shoot-’em-up 

#12 

76% 

Fast-paced and thoughtful shoot-’em-up that takes the PSX to its limits. 

Brahma Force 

jVC 

Mech Game 

#7 RU 

76% 

Doom meets mech in this fun but flawed offering. Fun for a while, though. 

Breath of Fire III 

Ocean 

RPG 

#7 

86% 

Little new in this jap-style RPG, but if it ain’t broke, don’t fix it... 


PERIPHERAL HEAVEN.. 


The best cheat carts money can buy... 

XPLORER2 
By: Fire 
international, 
£29.99 

The second version 
of the Xplorer 
boasts a more intu¬ 
itive interface, a 
handy memory 
card manager, a 
CD player and a 
larger capacity for 
holding cheats. Fire 
International 
update their cheats 
regularly 



ACTION REPLAY PRO 
By: Datel, £39.99 
As well as a com¬ 
prehensive data¬ 
base of cheats 
which can be 
added to as you 
see fit (only 50% of 
the available space 
is occupied), the 
Datel Action Replay 
Pro offers 24 megs 
of memory card, a 
unique code gener¬ 
ator and the ability 
to play music and 
FMV sequences 
from game discs. 



GAME 
CHAMPION 
By: Datel, 

£6.99 

Although not 
as powerful 
as the other 
two carts fea¬ 
tured here, 
the Game 
Champion 

has two big advantages. It’s phenomenally cheap, 
and is updatable using Game Champion CDs. This 
one works by downloading save game positions 
from the CDs and saving them onto memory cards. 
Game Champion CDs cost £4.99 each, and the 
series is constantly updated to cover the latest and 
greatest PSX releases. 
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Title 


Genre 


directory EnQuirie. 


Publisher 


issue Score Comment 


Brian Lara Cricket 

Codemasters 

Sports Sim 

#12 

90% 

Brigandine 

Atlus 

RPG 

#11IM 

74% 

Broken Sword 

Sony CEE 

Adventure 

#3 RU 

80% 

Broken Sword 2 

Sony CEE 

Adventure 

#1 

81% 

Brunswick Circuit Pro Bowling THQ 

Sports Sim 

#14 

89% 

Bubble Bobble Pack 

Acclaim 

Compilation 

#13 RU 

79% 

Bubsy 3D 

Bubsy 3D 

Platform Game 

#13 RU 

25% 

Buggy 

Gremlin Interactive 

Driving Game 

#11 

70% 

Bug Riders 

GT Interactive 

Shoot-’em-up 

#8 

51% 

Burning Road 

Funsoft 

Driving Game 

#14 RU 

70% 

Bushido Blade 

Sony CEE 

Boat-’em-up 

#2 

90% 

Bushido Blade 2 

Sony Japan 

Beat-’em-up 

#15 IIVl 

86% 

Bust-a-Groove 

Sony CEE 

Puzzle Game 

#10 

94% 

Bust-a-Move 2 

Acclaim 

Puzzle Game 

#8RU 

80% 

Bust-a-Move 3 DX 

Acclaim 

Puzzle Game 

#4 

86% 

Bust-a-Move 4 

Acclaim 

Puzzle Game 

#13 

90% 

Capcom Generation 5 

Capcom 

Compilation 

#15 IM 

77% 

Cardinal Syn 

Sony CEE 

Action Adventure 

#5 

90% 

Cheesy 

Ocean 

Platform Game 

#13 RU 

14% 

Chill 

Eidos 

Sports Sim 

#4 

46% 

Chronicles of the Sword 

Psygnosis 

Adventure 

#3 RU 

60% 

Circuit Breakers 

IVlindscape 

Driving Game 

#6 

89% 

City of the Lost Children 

Psygnosis 

Adventure 

#3 RU 

81% 

Civilization II 

Activision 

Strategy Game 

#16 

61% 

Clock Tower 

ASCII Entertainment 

Adventure 

#2 

77% 

Colin McRae Rally 

Codemasters 

Driving Game 

#8 

95% 

Colony Wars 

Psygnosis 

Action/Strategy 

#14 PL 

90% 

Colony Wars: Vengeance 

Psygnosis 

Strategy Sim 

#12 

90% 

Command & Conquer 

Virgin Interactive 

Strategy Sim 

#6 

91% 

C&C Red Alert: Retaliation Virgin Interactive 

Strategy Sim 

#10 

91% 

Constructor 

Acclaim 

Strategy Sim 

#12 

82% 

Contra; Legacy of War 

Konami 

Shoot-’em-up 

#5 RU 

60% 

Cool Boarders 2 

Sony CEE 

Sports Sim 

#2 

90% 

Cool Boarders 3 

Sony CEE 

Sports Sim 

#13 

92% 

Courier Crisis 

BMG 

Driving Game 

#1 

82% 

Crash Bandicoot 

Sony CEE 

Platform Game 

#4 PL 

82% 

Crash Bandicoot 2 

Sony CEE 

Platform Game 

#16 PL 

90% 

Crash Bandicoot 3: Warped 

Sony CEE 

Platform Game 

#13 

89% 

Crime Killer 

Interplay 

Driving Game 

#8 

64% 

Croc 

Fox Interactive 

Platform Game 

#10 PL 

67% 

Crusader: No Remorse 

Origin 

Action Adventure 

#5 RU 

80% 

Crypt Killer 

Konami 

Light Gun 

#6 RU 

11% 

Cyberia 

Interplay 

Adventure 

#3RU 

54% 

Cyber Speed 

Mindscape 

Driving Game 

#14 RU 

65% 

D 

Acclaim 

Adventure 

#3 RU 

62% 

Dark Forces 

LucasArts 

3D Shoot-’em-up 

#7RU 

79% 

Dark Omen 

Electronic Arts 

Strategy Sim 

#4 

90% 

Darkstalkers 

Virgin Interactive 

Beat-’em-up 

#4 RU 

80% 

Dead Ball Zone 

GT Interactive 

Sports Sim 

#6 

91% 

Dead or Alive 

Sony CEE 

Beat-’em-up 

#7 

84% 

Deathtrap Dungeon 

Eidos 

Action Adventure 

#4 

88% 

Descent 

Interplay 

3D Shoot-’em-up 

#7 RU 

78% 

Descent 2 

Interplay 

Beat-’em-up 

#7 RU 

50% 

Destruction Derby 

Psygnosis 

Driving Game 

#14 RU 

85% 

Destruction Derby 2 

Psygnosis 

Driving Game 

#3 PL 

90% 

Devil Dice 

Sony CEE 

Puzzle Game 

#13 

90% 

Diablo 

Electronic Arts 

Action Adventure 

#4 

64% 

Die Hard Trilogy 

Fox Interactive 

Compilation 

#3 PL 

94% 

Discworld 

Psygnosis 

Adventure 

#3 RU 

80% 

Discworld 2 

Psygnosis 

Adventure 

#1 

86% 

Disney’s Hercules 

Sony CEE 

Platform Game 

#12 

73% 

Disrupter 

Interplay 

3D Shoot-’em-up 

#7RU 

89% 

Diver’s Dream 

Konami 

Action Adventure 

#16 

70% 

Dodgem Arena 

Black Friar 

Sports Sim 

#12 

85% 

Doom 

GT Interactive 

3D Shoot-’em-up 

#9 PL 

91% 

Duke Nukem 

GT Interactive 

3D Shoot-’em-up 

#7 RU 

91% 

Duke Nukem: Time To Kill 

GT Interactive 

3D Shoot-’em-up 

#10 

93% 

Dynasty Warriors 

KOEI 

Beat-’em-up 

#4 RU 

75% 


WEBSITE OF THE MONTH... 


Eutechnyx Online: www.eutechnyx.com 

This site’s main strengths lie in what it doesn’t have. There are no pointless graph¬ 
ics taking up valuable bandwidth, no pain-in-the-arse animations which slow your 

machine to a steady crawl and 
no ridiculous techno-garbage 
demanding you download and 
install the latest versions of 
several plug-ins before you 
can even start to view. Instead 
what you get is crystal-clear, 
well written information on the 
latest Eutechnyx games, 
including Total Drivin’, Max 
Power Racing and the forth¬ 
coming Le Mans 24 Hours. 

At Eutechnyx Online you can 
find all the latest news, 
screenshots and cheats for 



As cricket sims go, this is as good as it gets. Flawless graphics and presentation. 

Solid but unspectacular RPG. Plays well, but offers nothing new. 

Great graphic adventure, but sampled speech takes its toll on loading times. 

In-depth but occasionally obscure graphic adventure. Good plot, though. 

Excellent ten-pin bowling sim wisely released at a budget price. 

Two classic games (Bubble Bobble and Rainbow Islands) and an update of the latter. 
This 3D platformer redefines the term ‘bland’. It’s awful. 

Driver based on remote controlled cars. Fun for a while, but shallow. 

Playable for a while, but no lasting fun. A flawed concept is poorly executed. 

An ageing driver with lots to offer, but not when compared to the newer racers. 

A beat-*em-up with no life bar? A devastatingly slick and original offering. 
Satisfying sequel that builds on the original. Speech in Japanese doesn’t help. 

Follow button sequences to make your character strut his stuff. Brilliantly executed. 
Not as good as its sequels and not worth buying if you have one, but a great puzzler. 
This puzzler’s based on a simple concept, but is interesting and addictive. 

Breaks no new ground, but offers the same addictive gameplay as its predecessors. 
Three arcade-perfect versions of Street Fighter 2, with tips, art and info thrown in. 

Fast and bloodthirsty beat-*em-up with weapons. Powerful stuff. 

Great CGI intro, but the game’s a woefully inept platformer. No fun at all. 

A disastrous snowboarding effort with awkward controls and ill-conceived time limit. 
Very poorly presented adventure with cliched puzzles and weak animations. 

One of the best multi-player racers ever, and a damned good one-player offering too. 
Slow interface, but its dark, depressing plot keeps you coming back for more. 

Deep as you like, but a little too much like an interactive history lesson. 

Shoddily put together, but at times terrifying real-time adventure. 

The definitive rally driving game. Brilliantly realistic interpretation of the sport. 

A brilliant space combat offering with a great storyline and interesting strategy element 
Epic space combat and strategy outing with six possible endings. A truly epic game. 
Top strategy offering, but the lack of a link-up mode is criminaL 
More of the same Command & Conquer action, but if it ain’t broke, don’t fix it... 

City building and resource management in this wonderfully humorous strategy sim. 
Dodgy 3D shoot-’em-up. Unspectacular in the extreme. 

Irons out the flaws which cursed the original and adds a host of new features. 

A much bigger game than Cool Boarders 2, and with polished gameplay to boot. 

A game where you ride a bicycle? Fun, but imperfectly executed. 

Surpassed by its sequels, but still worth a look at Platinum prices. 

More of the same, but who cares if it’s this good? Oozes atmosphere. 

Loveable 3D platformer, but repetitive after a while. Basically, more of the same. 

Race ‘n’ chase cops ‘n’ robbers action, but too samey and full of design flaws. 

Not the worst 3D platformer on the PSX, but far from the best. 

Poor controls and lousy graphics fail to kill this strategy shooter. Great ideas. 
Disastrous light gun offering. One of the worst PSX offerings ever. 

Hopelessly linear adventure where exploration leads to almost-inevitable death. 
Hovercar racing/combat game made redundant by the WipEout series. 

An adventure with a two-hour real-time time limit, no save and no pause - honest! 
Technically superb Star Wars-licensed Doom clone, but the levels are a little too large. 
Warhammer wargame in the Command & Conquer mould. Fiendishly addictive. 
Street Fighter clone licensed from a Japanese cartoon. 

Violent futuristic sports sim. Spectacular gameplay, and a superb management system. 

Competent fighter, but not as good as the inimitable Tekken 3... 

Hack-’n’-puzzle offering based on Ian Livingstone’s Fighting Fantasy gamebook. 

Quality gravity-free Doom game, but only if you can think in 3D. 

The sequel throws in extra weapons and gizmos, but throws out the original’s playability. 
Banger racing sim with a few flaws, mainly in its crash physics. 

Be the last car moving as you drive into other racers. Edge-of-your-seat stuff. 
Fiendish puzzler where you make dice disappear by matching their numbers. 

An arcade shooter with RPG overtones. Combat is very straightforward and dull. 

Three games in one, all of which could stand alone - superb! 

Too difficult for non-Pratchett fans, but otherwise a sound adventure. 

One of the best graphic adventures on the PSX. Great off-beat humour. 

Stupid title, but the game’s a great for-the-kids 2D platformer. 

Too short at 12 levels, but now it costs around £20, this Doom game’s a winner. 

Dodgy flaws bring down what could’ve been a classy game. Awkward controls. 

A driving game crossed with a sports sim? This football/racer hybrid works well too. 
Spectacular level design makes this 3D own-eye shooter a real winner. 

Doom with attitude - takes the game’s interactivity a stage further. 

Owes more to Tomb Raider than Doom, but Duke’s inimitable humour is intact. 
Fighting game with lots of weapons but no kicking moves. Interesting, but unremarkable. 


the aforementioned titles. If you’re after a job in the industry, check out the vacan¬ 
cies page. The site also has an Interact section where you can ask questions, offer 
opinions and generally discuss all things Eutechnyx. Best of all you can join their 
mailing list and be sent regular e-mails offering exclusive news and cheats. 


Perhaps Eutechnyx Online could 
be expanded to offer small sec¬ 
tions on older Eutechnyx releases 
such as Pete Sampras Tennis 
and Motor Mash, and a text-only 
page offering all the site’s cheats 
would make them easier to print, 
but however it develops, we hope 
the site retains its clarity and 
accessibility. It’s a refreshing 
change from web sites that are 
damned-near impossible to navi¬ 
gate without a ridiculously power¬ 
ful machine and an ISDN link. 
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Comment 







Earthworm jim 2 

Virgin Interactive 

Platform Game 

#13 RU 

60% 

A direct port from the Mega Drive version. Good, but surely the PSX deserves more? 

Einhander 

Squaresoft 

Sony Japan 

Shoot-*em-up 

#7IM 

95% 

Fantastic side-scrolling blaster with superb attention to detail. 

Elemental Gearbolt 

Light Gun 

#6 RU 

94% 

Superb import light gun game. It’s about time it was released over here... 

Eliminator 

Psygnosis 

Shoot-’em-up 

#14 

43% 

Acceptable two-player mode, but disappointing one-player blast. 

Epidemic 

Sony CEE 

3D Shoot-’em-up 

#7RU 

51% 

Unofficial sequel to Kileak. Too little game spread over too much playing area. 

Dire graphics and events that basically play the same. A disaster from the past. 

This one has a cult following, but we didn’t like it. Lacks challenge. 

ESPN Extreme Sports 

Sony CEE 

Sports Sim 

#16 RU 

20% 

Everybody’s Golf 

Sony CEE 

Sports Sim 

#6 

65% 

Excalibur 2555AD 

Telstar 

Action Adventure 

#7 

78% 

3D action adventure with object-based puzzles. Lacks polish. 

Exhumed 

BMG 

3D Shoot-*em-up 

#7RU 

92% 

Doom crossed with an adventure and set in Ancient Egypt. Superb stuff. 

Explosive Racing 

TOKA 

Driving Game 

#14 RU 

62% 

Cartoon-style racer high on speed but lacking in depth and with weak controls. 
Interesting mix of game styles, but it doesn’t work as a complete game. 

EZ Ehrgeiz 

Felony 11-79 

Squaresoft 

Beat-’em-up/RPG 

#14 IM 

54% 

ASCII Entertainment 

Driving Game 

#1 

80% 

Driving game where you steal cars. Fun but too short. 

FIFA 97 

Electronic Arts 

Sports Sim 

#10 RU 

70% 

Big improvements over the previous version, but still shoots wide of the goal. 

It’s a FIFA football sim again. Well what did you expect? Virtue Country Dancing? 
Stunning football game outlining the World Cup qualifying tournament. 

FIFA 99 

Electronic Arts 

Sports Sim 

#12 

92% 

FIFA: Road to the World Cup Electronic Arts 

Sports Sim 

#2 

91% 

Fifth Element, The 

Sony CEE 

Action Adventure 

#9 

85% 

Interesting though imperfect Tomb Raider clone. More puzzles would help. 

Fighting Force 

Eidos 

Beat-’em-up 

#1 

78% 

A 3D run-around fighting game with too many glitches to be outstanding. 

Final Doom 

Final Fantasy Tactics 

GT Interactive 

Sony CE Japan 

3D Shoot-’em-up 

Strategy Sim 

#7 RU 

#11 RU 

80% 

90% 

A polished sequel to Doom, but why only 30 levels when the PC game had 64? 

Turns-based RPG combat. Cool game, but only available on import. 

Final Fantasy VII 

Sony CEE 

RPG 

#1 

96% 

The best RPG ever - huge, in-depth and full of things to do. 

Final Fantasy Ylll 

Squaresoft 

RPG 

#16 IM 

96% 

Spectacular role-player that comes on four disks. Great characterisation and plot. 

Firestorm: Thunderhawk 2 

Core Design 

Flight Sim 

#9RU 

79% 

Very old helicopter arcade flight sim. Showing its age technically, but can still thrill. 

Floating Runner 

THQ 

Platform Game 

#13 RU 

21% 

Awkward perspective and stupid controls destroy this 3D platformer. 

Fluid 

Sony CEE 

Utility 

#8 

54% 

Part game, part sequencer, but neither has the depth to justify the asking price. 

Formula 1 

Psygnosis 

Driving Game 

#5 PL 

88% 

Superb driving game, but cursed by some terrible bugs. Opponent Al’s weak too. 

Formula 1 ‘97 

Psygnosis 

Driving Game 

#14 RU 

84% 

No replays or link-up, but fewer bugs than the original. 

Formula 1 ‘98 

Psygnosis 

Driving Game 

#11 

807o 

Significant improvements on opponents’ Al, but overall the game has regressed. 

Formula Karts SE 

Telstar 

Driving Game 

#1 

87% 

It’s a little short, but thrilling nonetheless. A whole new perspective driving games. 

Forsaken 

Acclaim 

3D Shoot-'em-up 

#7 

93% 

Doom meets Descent, taking the best of both and melding them into a top 3D blaster. 

Frenzy 

SCI 

Shoot-’em-up 

#7 

59% 

Kiddie’s shoot-’em-up where it’s almost impossible to die. 

Future Cop: LAPD 2100 

Electronic Arts 

Shoot-’em-up 

#11 

857o 

Soviet Strike on the ground. Nothing ground-breaking, but fun nonetheless. 

G*Darius 

THQ 

Shoot-’em-up 

#10 

74% 

Fun retro blaster, but at times relies on filling the screen with too many baddies. 

G-Police 

Psygnosis 

Flight Sim 

#14 PL 

87% 

Great space combat, but showing its age technically. 

Gex 

BMG 

Platformer 

#13 RU 

70% 

This platformer seems to have it all, but is somehow a little uninspiring. 

Gex 3D: Enter the Gecko 

BMG 

Platformer 

#5 

93% 

Fantastic 3D platformer - real effort has been put into the level design. 

Gex: Deep Cover Gecko 

Eidos 

Platform Game 

#16 

91% 

The lizard returns in his best outing yet. A little thin on baddies, though. 

Ghost in the Shell 

Sony CEE 

Shoot-’em-up 

#5 

81% 

Great Anime blaster, but too insubstantial to be good value. 

Global Domination 

Psygnosis 

Strategy Game 

#15 

55% 

Dull strategy war sim with poor controls. For die-hard fans only. 

Grand Theft Auto 

Take 2 interactive 

Driving/Action 

#10 PL 

90% 

Steal cars, bomb police stations, smuggle drugs; no wonder it’s *18’-rated. 

Granstream Saga, The 

Sony CEE 

RPG 

#15 

72% 

Slow storyline and easy puzzles, but not bad for beginners. 

Gran Turismo 

Sony CEE 

Driving Game 

#6 

96% 

Near-cinematic visuals and great driving physics make this a real winner. 

Grid Run 

Virgin Interactive 

Puzzle Game 

#8RU 

49% 

Tag in a maze - useless in single-player mode, and not great even with friends. 

Gunship 

Microprose 

Flight Sim 

#9RU 

38% 

Helicopter flight sim with terrible graphics and unusable in-chopper perspective. 

Hardcore 4x4 

Gremlin 

Driving Game 

#14 RU 

75% 

Monster trucks and rugged tracks, but little lastability. 

Heart of Darkness 

Ocean 

Action Adventure 

#7 

90% 

Ground-breaking action adventure, but a little short. 

Hebereke Popitto 

SunSoft 

Puzzle Game 

#8RU 

34% 

Derivative puzzler which ‘borrows’ from several games but fails to match any of them. 

Hexen 

GT Interactive 

3D Shoot-’em-up 

#7RU 

33% 

Uses the Doom engine, but retains none of its playability and verve. Best forgotten. 

Hi-Octane 

Bullfrog 

Driving Game 

#14 RU 

54% 

Slow frame rate, sluggish controls and lack of visual detail make this one to miss. 

Hugo 

ITE Media 

Platform Game 

#11 

64% 

Don’t laugh - It’s for the kids. The very young will enjoy its cartoony graphics. 

Hyper Tennis 

Gremlin Interactive 

Sports Sim 

#16 RU 

34% 

Crude animations, dire graphics and shoddy gameplay destroy this tennis sim. 

Impact Racing 

JVC 

Driving Game 

#14 RU 

58% 

Destruction Derby-type racer, but nowhere near as accomplished. 

Independence Day 

Fox Interactive 

Shoot-’em-up 

#9RU 

29% 

A complete joke. Bad graphics, dodgy gameplay and ridiculously samey levels. 

International Moto X 

Warner Interactive 

Driving Game 

#14 RU 

71% 

Motorbike scrambling game. Not bad, but lacklustre opponents’ Al. 

In the Hunt 

THQ 

Shoot-’em-up 

#5 RU 

59% 

2D blaster for kids - sluggish and with poor visuals, but reasonable fun. 

Indy 500 

JVC 

Driving Game 

#4 

53% 

IndyCar game for kids - simplified driving models and easy handling. 

International Track and Field Konami 

Sports Sim 

#16 RU 

70% 

This one’s quite addictive, especially in multiplayer mode. Fun multi-eventer. 

Invasion 

Microids 

Flight Sim 

#16 

27% 

Dire sci-fi blaster that fails on every level. Technically inept and cursed by poor design. 

ISS Deluxe 

Sports Sim 

Konami 

#10 RU 

66% 

Update of an old SNES game. Can’t keep up with today’s offerings. 

ISS Pro 

Konami 

Sports Sim 

#10 RU 

90% 

Perfect mix of simulation and arcade action. Graphics showing their age, though. 

ISS Pro *98 

Konami 

Sports Sim 

#9 

95% 

This tactical, in-depth soccer sim puts in a world class performance. A winner. 

Iznogoud 

Sony CEE 

Platform Game 

#13 RU 

10% 

Disastrous 2D platformer. Don’t even think of buying it. 

jeremy McGrath SC 98 

Acclaim 

Driving Game 

#7 

71% 

Flawed, sub-standard motocross sim. For die-hard fans of the sport only. 

jersey Devil 

Ocean 

Platform Game 

#13 RU 

89% 

Full freedom of movement in this fully-3D platformer. Great visuals. 

jet Rider 

Sony 

Driving Game 

#14 RU 

44% 

Dull courses, dumb computer opponents and dodgy physics - it sucks. 

jet Rider 2 

Sony 

Driving Game 

#14 RU 

61% 

Better-designed courses than the original, but still ropey and frustrating. 

johnny Bazookatone 

US Gold 

Platform Game 

#13 RU 

64% 

A platformer for younger gamers. It’s not bad, but is definitely showing its age. 

jonah Lomu Rugby 

Codemasters 

Sports Sim 

#16 RU 

89% 

Intuitive controls and a true representation of the sport make this a joy to play. 

judge Dredd 

Gremlin Interactive 

Light Gun 

#6 RU 

33% 

Boring light gun game with bugger all to do with Dredd. Not good. 

jumping Flash! 

Sony CEE 

Platform Game 

#13 RU 

79% 

An own-eye perspective platform shooter? Sounds terrible, but it works really well. 

jumping Flash! 2 

Sony CEE 

Platform Game 

#13 RU 

86% 

A similar game to the first one, but with tighter, better designed levels. 

K1 Arena Fighters 

THQ 

Beat-’em-up 

#4RU 

44% 

Kickboxing sim with foes so thick they throw punches while you’re miles away. 


THE BARGAIN BIN... _ 

VIGILANTE 8 (ACTIVISION) 

This one’s never really achieved the recognition it deserved. With legions of race- 
style driving games on the PlayStation, Activision wisely offered something slightly 
different in that the cars are packed to the brim with deadly weapons - this isn’t a 
race, it’s a fight to the death. The game is based around a feud between two driver 


gangs, the mean, murderous terrorists called the Coyotes and their sworn enemies, 
the Vigilantes. Taking control of a single character, the player must blast his way 
through several mission-based levels, each driver’s storyline developing differently. 
Alternately, go for the battle mode where you aim to be the last car In one piece. 
You can pick up a copy of Vigilante 8 for around £20 these days. It’s worth every 
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Kartia 

Atlus 

RPG 

#9IM 

82% 

This RPG’s almost two games in one. It has a real heart-wrenching storyline too. 

Kensei 

Konami 

Beat-*em-up 

#14 

90% 

Top fighting game with superb blocking animations. 

Kick Off‘97 

Maxis 

Sports Sim 

#10 RU 

60% 

Fair-to-middling soccer sim. It’s not bad, but there are better games around. 

Kick Off World 

FunSoft 

Sports Sim 

#8 

70% 

So-so kick-around which just can’t manage a Premier League performance. 

Kileak the Blood 

Sony C£E 

3D Shoot-’em-up 

#7RU 

28% 

Great technically, but where’s the game? As interesting as juggling on the radio. 

King’s Field 

ASCII 

RPG 

#11 RU 

69% 

First-person perspective RPG. For die-hard fans of the genre only. 

KKND: Krossfire 

Infogrames 

Strategy Game 

#16 

73% 

Command 8i Conquer clone, but not quite as good. 

Klonoa 

Sony CEE 

Platform Game 

#6 

74% 

A decent cutsey platformer, but lacks long-term appeal. Ideal for kids, though. 

Knockout Kings 99 

Electronic Arts 

Sports Sim 

#13 

42% 

Abysmal graphics and dull fighting make this one to avoid. 

Krazy Ivan 

Psygnosis 

Mech Game 

#7 RU 

43% 

Mech game with graphics showing their age and simplistic combat. 

Kula World 

Sony CEE 

Puzzle/Platform 

#6 

88% 

Puzzle platformer where you guide a beach ball over some weird structures. 

Kurushi: Intelligent Cube 

Sony CEE 

Puzzle Game 

#8RU 

79% 

Lousy presentation, but this unusual puzzler scores heavily in the gameplay department. 

Legend 

Funsoft 

Beat-’em-up 

#11 

81% 

Side-scrolling beat-’em-up in the Double Dragon mould. Good, but unremarkable. 

Lemmings 

Psygnosis 

Puzzle Game 

#12 

59% 

Retro compilation featuring the original Lemmings and the data pack for £20. 

Lethal Enforcers 1&2 

Konam. 

Light Gun 

#6 RU 

23% 

This retro release shows how far games have moved since the 16-bit days. It’s crap. 

LiberoGrande 

Sony CEE 

Sports Sim 

#13 

80% 

A new look at PSX football - you control a single player, not the team. 

Lifeforce Tenka 

Psygnosis 

3D Shoot-’em-up 

#7 RU 

52% 

Superb interactivity which makes Doom look dated, but the game itself is uninspired. 

Little Big Adventure 

Electronic Arts 

Adventure 

#3 RU 

76% 

Isometric perspective and interesting puzzles make this a cool adventure. 

Live Wire! 

SCi 

Puzzle Game 

#15 

73% 

Fast and colourful, but ultimately too clever for its own good. 

Lomax 

Psygnosis 

Platform Game 

#13 RU 

45% 

A 2D platformer set in the land of the lemmings. Poorly designed levels ruin it, though. 

Lone Soldier 

Telstar 

Shoot-’em-up 

#5 RU 

22% 

Insipid disaster of a 3D shoot-’em-up with the worst control system ever seen. 

Lost Vikings 2 

Interplay 

Puzzle Game 

#8RU 

89% 

Three Vikings with individual abilities puzzle their way through this epic game. 

Lost World, The 

Electronic Arts 

Platform Game 

#13 PL 

29% 

Outrageously shoddy platformer that breaks every known rule in game design. 

Lucky Luke 

Ocean 

Platform Game 

#4 

84% 

It’s a kiddies’ cartoon platform game, but an intelligently put-together one. 

Madden NFL 99 

Electronic Arts 

Sports Sim 

#10 

81% 

Great gridiron action, but scarcely changed from the last Madden game. 

Masters of the Teras Kasi 

Virgin Interactive 

Beat-’em-up 

#4 

82% 

Star Wars beat-’em-up. Fun, but easy when you find Luke’s near-unstoppable move... 

Max Power Racing 

Infogrames 

Driving Game 

#13 

92% 

Top arcade-style driving game with loads of courses and real-life cars. 

MDK 

Interplay 

Shoot-’em-up 

#1 

85% 

A brilliantly innovative 3D action game, but a little too easy to last. 

MechWarrior 2 

Activision 

Mech Game 

#7 RU 

71% 

Excellent mission-based objectives, but why is the scenery so uninspiring? 

MediEvil 

Sony CEE 

Arcade Adventure 

#10 

92% 

Fiendish arcade adventure with lots of zombie-slashing and problem-solving. 

Megaman Legends . 

Virgin Interactive 

Platform Blaster 

#13 

82% 

Megaman, that old warhorse from the 16-blt consoles, returns in glorious 3D. 

Megaman x4 

Virgin Interactive 

Platform Blaster 

#13 

79% 

Looks and plays like a SNES game, but this 2D platform shooter is still enjoyable. 

Men In Black 

Gremlin Interactive 

Action Adventure 

#8 

38% 

Bloody awful 3D action adventure with lousy controls and disastrous glitches. 

Metal Gear Solid 

Konami 

Action Adventure 

#15 

96% 

James Bond with knobs on - a fantastic 3D cinematic experience. 

Michael Owen’s WLS ‘99 

Eidos 

Sports Sim 

#13 

70% 

Awkward controls and unforgivable bugs bring down this otherwise-impressive game. 

Mickey’s Wild Adventure 

Sony CEE 

Platform Game 

#12 

69% 

Another fun kiddie 2D platformer from Disney. A must for Mickey fans... 

Micro Machines V3 

Codemasters 

Driving Game 

#3 PL 

93% 

Brilliant top-down racer featuring tiny vehicles and imaginative tracks. 

Midnight Run 

Konami 

Driving Game 

#14 RU 

60% 

Conversion of a Konami coin-op. Lacks substance and longevity. 

Monkey Hero 

Take 2 

RPG 

#14 

88% 

Interesting action-style RPG for the younger PlayStation gamer. 

Monster Seed 

SunSoft 

RPG 

#16 

48% 

Tedious RPG that tries to be different but leaves the gameplay behind in the process. 

Monster Trucks 

Psygnosis 

Driving Game 

#14 RU 

69% 

Mediocre truck game with too much pop-up and poor handling. 

Mortal Kombat 3 

GT Interactive 

Beat-’em-up 

#4 RU 

60% 

Gimmick-riddled gameplay, but no depth. The series is getting tired. 

Mortal Kombat 4 

GT Interactive 

Beat-*em>up 

#9 

91% 

Mortal Kombat enters the realms of 3D with its gameplay intact and even improved upon. 

Mortal Kombat Mythologies GT Interactive 

Beat-’em-up 

#13 RU 

20% 

Platform beat-’em-up. Should’ve been good, but is riddled with flaws. 

Mortal Kombat Trilogy 

GT Interactive 

Beat-’em-up 

#5 PL 

60% 

All the characters from the first three MK games, but same flat gameplay too. 

Moto Racer 

Electronic Arts 

Driving Game 

#16 PL 

73% 

Two styles of racing (scrambling and Grand Prix) don’t mix well, but it’s still fun. 

Moto Racer 2 

Electronic Arts 

Driving Game 

#10 

86% 

Scrambling and Grand Prix motorcycle action in this arcadey driving game. 

MotorHead 

Gremlin Interactive 

Driving Game 

#5 

90% 

Great driving game, but bloody hard. Nothing to do with Lemmy and the boys, either. 

Motor Toon GP 

Sony 

Driving Game 

#14 RU 

70% 

Great for the kids, and amazing considering it was coded in 1994. 

Motor Toon GP 2 

Sony 

Driving Game 

#14 RU 

83% 

Cartoon racer which makes significant improvements over the original. 

Mr Domino 

JVC 

Puzzle Game 

#7 

91% 

Great puzzle game based on domino tippling. Excruciatingly hard, though. 

Music 

Codemasters 

Utility 

#11 

84% 

Create your own music tracks, along with its own light show. Flexible and accessible. 

Myst 

Broaderbund 

Adventure 

#3 RU 

55% 

Ridiculous puzzles, lack of plot and slow pace ruin this adventure. 

N20 

Gremlin Interactive 

Shoot-’em-up 

#8 

60% 

Great psychedelic visuals, but ultimately it’s just another flawed Tempest clone. 

Nagano Winter Olympics 98 

Konami 

Sports Sim 

#3 

50% 

Huge number of events, but all are too shallow and unenjoyable. 

Namco Museum Volume 5 

Sony CEE 

Compilation 

#2 

72% 

Five retro reissues - three good games and a couple of fillers. 

NASCAR Racing 

Electronic Arts 

Driving Game 

#14 RU 

43% 

Half finished in almost every respect - avoid this four-wheeled flop. 

NASCAR 98 

Electronic Arts 

Driving Game 

#14 RU 

61% 

Better, but limited by the sport itself - for NASCAR nuts only. 

NASCAR 99 

Electronic Arts 

Driving Game 

#11 

79% 

Contains all the real-life teams and drivers, but driving round in circles doesn’t excite. 

NBA Fastbreak ‘98 

GT Interactive 

Sports Sim 

#5 

89% 

Basketball sim - great graphics, shit sound, realistic gameplay. 

NBA Live 99 

Electronic Arts 

Sports Sim 

#13 

73% 

A basketball sim for true enthusiasts. Has all the 1998 season rosters. 

NBA Pro ‘98 

Konami 

Sports Sim 

#4 

71% 

Avery user-friendly, though ultimately unremarkable basketball sim. 

Need For Speed 

Electronic Arts 

Driving Game 

#14 RU 

79% 

A cool game in most respects, but despite the title, lacks speed. 

Need for Speed 2 

Electronic Arts 

Driving Game 

#15 RU 

68% 

A poor update of the original - bad graphics and no real feeling of speed. 

Need for Speed 3 

Electronic Arts 

Driving Game 

#4 

83% 

An excellent driving game, with the added attraction of racing coppers. 

Newman Haas Racing 

Psygnosis 

Driving Game 

#4 

60% 

Disappointing race game based on the American Indy Car series. 

NFL Blitz 

GT Interactive 

Sports Sim 

#11 

73% 

Arcadey gridiron game. Cool as a two-player offering, useless on your own. 

NFLXtreme 

Sony CEE 

Sports Sim 

#13 

49% 

Arcadey five-a-side gridiron game. Let down by dodgy perspectives and bad controls. 

Ninja: Shadow Of DarknessCore Design 

Action Adventure 

#10 

90% 

Run around slashing things in this Tomb Raider-style epic of Japanese proportions. 

NHL99 

Electronic Arts 

Sports Sim 

#11 

87% 

Yet another update of the NHL series. Cool stuff, with up-to-date rosters. 

NHL Face Off‘98 

Sony CEE 

Sports Sim 

#3 

80% 

Smooth controls, but overall it’s a little too clinical. 

NHL Face Off‘99 

Sony CEE 

Sports Sim 

#16 

73% 

An ice hockey sim with lots of attention to detail. Still not perfect, though. 

NHL Open Ice 

Midway 

Sports Sim 

#3 

80% 

Very arcadey ice hockey game, but none the worse for it. 

NHL Powerplay ‘98 

Virgin Interactive 

Sports Sim 

#3 

82% 

Exciting and packed with options, this one’s got a great long-term challenge. 

Nuclear Strike 

Electronic Arts 

Shoot-’em-up 

#5 RU 

89% 

The EA helicopter-based thinking person’s shoot-’em-up saga continues. Great FMV. 

O.D.T. 

Psygnosis 

Shoot-’em-up 

#12 

82% 

Awkward at first, but as you get into it, this 3D shooter improves. 

Off World Interceptor 

BMG 

Driving Game 

#15 RU 

31% 

One of the first games on the PlayStation. Bad controls and sluggish movement. 

Ogre Battle 

Atlus 

RPG 

#11 RU 

79% 

Not a bad RPG/wargame hybrid, but basically just a SNES game with a makeover. 

Olympic Games 

US Gold 

Sports Sim 

#16 RU 

61% 

The individual games in this multi-eventer are too close for comfort. Average. 

Olympic Soccer 

US Gold 

Sports Sim 

#10 RU 

82% 

Arcade-style soccer played at break-neck speed. Includes good overhead perspective. 

Onside Soccer 

Telstar 

Sports Sim 

#10 RU 

45% 

Awkward footie game. Plays unbelievably slowly and the gameplay frustrating. 

Overboard! 

Psygnosis 

Shoot-’em-up 

#13 

58% 

Interesting ideas, but this ship-to-ship combat game is too smart for its own good. 

Pandemonium 

BMG 

Platform Game 

#5 PL 

88% 

3D camera, 2D action but a great platformer nonetheless. Better than its sequel. 

Pandemonium 2 

Eidos 

Platform Game 

#11 PL 

52% 

Dodgy sequel which retains the original’s charm, but not its gameplay. 

Parasite Eve 

Sony Japan 

Action Adventure 

#6IM 

94% 

Great Resident Evil-style offering, but a nightmare if you can't speak Japanese. 

Parodius Deluxe 

Konami 

Shoot-’em-up 

#5 RU 

70% 

Great japanese-style shoot-’em-up, but basically a SNES port. 

Pax Corpus 

Cryo Interactive 

Action Adventure 

#9 

19% 

Woefully inept Tomb Raider wannabe - everything about it sucks. 

Peak Performance 

JVC 

Driving Game 

#15 RU 

25% 

Embarrassing physics, wonky collision detection and abysmal Al. Rubbish. 

Pet In TV 

Sony CEE 

Virtual Pet 

#9 

71% 

Train your pet using rewards and punishments. Innovative and different. 

Pitball 

Warner 

Sports Sim 

#16 RU 

44% 

Violent future sports offering let down by poor controls and too large a playing area. 
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72% 

A few flaws prevent this free-roaming platformer being a classic, but it’s not bad. 

Pitfall 3D 

Activision 

Platform Game 

#13 RU 

Phat Air 

Funsoft 

Sports Sim 

#13 

31% 

Dodgy snowboarding sim which ‘rewards’ winners with a new jacket. 

This shoot-’em-up is cheesy, dated and visually unremarkable, but still manages to be fun. 
Not a disaster, but it’s too slow to be outstanding. Get Premier Manager instead. 

Philosoma 

Sony CEE 

Shoot-’em-up 

#5 RU 

55% 

Player Manager 98-99 

Pocket Fighter 

PO-ed 

Infogrames 

Sports Sim 

#16 

64% 

Virgin Interactive 

Beat-*em-up 

#10 

92% 

Cutesy beat-*em-up featuring kiddie versions of the Street Fighter characters. 

Interplay 

3D Shoot-’em-up 

#7 RU 

69% 

A Doom clone based on a chef gathering ingredients. Is it meant to be funny? It isn’t. 

Point Blank 

Sony CEE 

Light Gun 

#6 

89% 

Fairground-inspired light gun high-jinks. Superb depth and gameplay. 

Near-genius representation of the sport, but lacking in presentation. 

Pool Hustler 

Activision 

Sports Sim 

#15 

79% 

Pool Shark 

Gremlin Interactive 

Sports Sim 

#12 

45% 

Dreadful presentation and terrible graphics make this pool sim one to avoid. 

A wonderfully-accessible god sim, and a must for fans of the 16-bit Populous games. 

Populous: The Beginning 

Electronic Arts 

Strategy Game 

#15 

86% 

Porsche Challenge 

Sony CEE 

Driving Game 

#4 PL 

79% 

A quality game, but with only one car and four tracks it’s just too short. 

More uninspiring than outright bad, and made redundant by subsequent soccer sims. 

Power Soccer 2 

Psygnosis 

Sports Sim 

#1 

65% 

Poy Poy 

Konami 

Puzzle Game 

#4 

89% 

Great multiplayer brawling. Grab objects and bombs and chuck ‘em at your mates. 

Poy Poy 2 

Konami 

Action Game 

#15 

78% 

A wonderful multiplayer combat experience, but lacking in one-player mode. 

Premier Manaser *98 

Gremlin Interactive 

Strategy Sim 

#5 

91% 

Spectacular and in-depth football management sim. User-friendly too. 

Premier Manaser Ninety Nine Gremlin Interactive 

Strategy Sim 

#14 

93% 

Top football management game, even for soccer haters. 

Primal Rage 

Midway 

Beat-’em-up 

#4 RU 

85% 

Too few characters to be a real classic, but fun nonetheless. 

Project: Horned Owl 

Sony Japan 

Light Gun 

#6 RU 

43% 

Another import light gun game. Dull and boring enemies make it a thrill-free zone. 
Boring, frustrating hoverboard game with colourful graphics but sod all gameplay. 
Confusingly unplayable adventure, but with genuine innovation. 

This flight sim’s not for beginners, but offers very realistic gameplay. 

Two old coin-ops on one disc. Cursed by losing all your power-ups when you die. 
Updated retro game doesn’t give you enough for your money. 

Psybadek 

Psygnosis 

Sports Sim 

#12 

46% 

Psychic Detective 

Electronic Arts 

Adventure 

#3 RU 

50% 

Raging Skies 

Warner 

Flight Sim 

#9RU 

70% 

Raiden Project 

Ocean 

Compilation 

#5 RU 

49% 

Rampage World Tour 

GT interactive 

Smash-’em-up 

#2 

72% 

Rapid Racer 

Sony CEE 

Driving Game 

#15 RU 

58% 

Great visuals, but boring, samey course design lets down this powerboat sim. 

Rapid Reload 

Sony CEE 

Platform Blaster 

#5 RU 

41% 

Dated platform blaster in the Mega Man mould. Looks and plays like a 16-bit game. 

Rage Racer 

Sony CEE 

Driving Game 

#15 RU 

90% 

Conversion of coin-op Rave Racer, enhanced for the home console. 

Too short and erratic difficulty level, but reasonable graphics and four-player mode. 
Shite graphics and abysmal physics, and you hardly ever need to brake. ‘Nuff said. 

Rally Cross 

Sony CEE 

Driving Game 

#15 RU 

36% 

Rally Cross 2 

Sony CEE 

Driving Game 

#15 

40% 

Rascal 

Psygnosis 

Platform Game 

#13 RU 

50% 

Dodgy platformer with a dreadful main character and flawed design. 

Rayman 

Ubi Soft 

Platform Game 

#13 RU 

91% 

Brilliantly colourful 2D platformer. Endearing and exciting, if not totally original. 

Ray Tracers 

Sony CEE 

Driving Game 

#15 RU 

70% 

Chase HQ for the 90s, but not very challenging. Fun for a while, though. 

Reboot 

Electronic Arts 

Sports Sim 

#4 

80% 

Crap American TV show becomes good PSX hoverboard game. 

Resident Evil 

Virgin Interactive 

Action Adventure 

#10 PL 

94% 

Blood-thirsty action adventure. Unbelievable atmosphere and sickening violence. 

Resident Evil 2 

Virgin Interactive 

Action Adventure 

#4 

97% 

Clever design, brilliant atmospherics, chilling plot - need we go on? A classic. 

Sluggish characters and slow loading times render this one almost unplayable. 

Resurrection: RoR 2 

Acclaim 

Beat-’em-up 

#4 RU 

20% 

Retro Force 

Psygnosis 

Shoot-’em-up 

#16 

67% 

A blaster from the old school, but with late-nineties graphics. 

Revolution X 

Acclaim 

Light Gun 

#6 RU 

31% 

Rescue Aerosmith in this light gun blaster. Only for die-hard fans of the band. 

Ridge Racer 

Ridge Racer Revolution 

Sony CEE 

Sony CEE 

Driving Game 

#15 RU 

88% 

Direct port from the arcade coin-op. Small, but perfectly formed. 

Driving Game 

#15 RU 

87% 

Basically Ridge Racer part two, but with improved graphics, link-up and more courses. 

Ridge Racer Type 4 

Namco 

Driving Game 

#13 IM 

85% 

Wonderful to look at, drives like a dream but far too easy to complete. 

A violent future sports sim in the Dead Ball Zone mould. If only it wasn’t so hard... 

Riot 

Psygnosis 

Sports Sim 

#16 RU 

7l7o 

Rival Schools 

Virgin 

Beat-’em-up 

#14 

86% 

Colourful fighter filled with fresh ideas and Japanese totty. 

Road Rash 

Electronic Arts 

Driving Game 

#15 RU 

80% 

Graphics are a little 16-bit, but it’s still a hot and violent motorcycle racer. 

Road Rash 3D 

Electronic Arts 

Driving Game 

#8 

82% 

3D update of the respected 16-bit bike racing and combat game. 

Update of ancient classic which retains the heart of the original, but lacks its addictiveness. 
Lousy PSX update of a SNES classic. Terrible gameplay insults the original. 

Futuristic taxi driving game. Great car combat and some seriously crazy characters. 

Who said there’s no such thing as an original driver? Fast, furious and above all, fun. 

Robotron X 

GT Interactive 

Shoot-’em-up 

#5 RU 

70% 

Rock and Roll Racing 2 

Interplay 

Driving Game 

#15 RU 

21% 

Rogue Trip 

GT Interactive 

Driving Game 

#11 

81% 

Rollcage 

Psygnosis 

Driving Game 

#16 

92% 

R-Types 

Virgin Interactive 

Compilation 

#9 

90% 

Retro at its best - two classic blasters in one. Sure they’re old, but who cares? 

Rugrats 

THQ 

Action Adventure 

#15 

81% 

Faithful to the cartoon, and great for kids. Controls awkward, though. 

A fresh variation on the racing theme - it’s a running race between animals! 

Running Wild 

Sony CEE 

Sports Sim 

#16 

90% 

Rushdown 

Infogrames 

Sports Sim 

#12 

34% 

Rushed Out, more like. A dodgy sports sim with some disastrous flaws. 

One of the most playable tennis sims on the PlayStation. Gorgeous motion capture. 

Sampras Extreme Tennis 

Codemasters 

Sports Sim 

#16 RU 

91% 

San Francisco Rush 

GT Interactive 

Driving Game 

#9 

69% 

Dodgy loading times and sloppy driving physics kill this arcade racer. 

S.CAR.S. 

Ubi Soft 

Driving Game 

#11 

80% 

Combat racing with futuristic cars and cool weapons. There’s a four-player mode too. 

Sensible Soccer ECE 

GT Interactive 

Sports Sim 

#13 

20% 

Disastrous update on the 16-bit classic - the game has lost all its playability. 

Sentient 

Psygnosis 

Action Adventure 

#3 RU 

78% 

Absorbing adventure, but too easy to lose your way. 

Sentinel Returns 

Psygnosis 

•Action Adventure 

#10 

33% 

...But we wish it hadn’t. Ugly, confusing update of an old classic. 

Shadow Gunner 

Ubi Soft 

Mech Game 

#14 

36% 

Boring, frustrating mech offering with non-existent learning curve. 

Shadow Master 

Psygnosis 

3D Shoot-’em-up 

#7RU 

74% 

Brilliantly executed 3D Doom-style blaster, but a bit too samey. 

Shanghai: True Valor 

SunSoft 

Puzzle Game 

#15 

37% 

Mah jong conversion with awkward controls and an appalling skills curve. 

Skull Monkeys 

Electronic Arts 

Platform Game 

#3 

65% 

Great animation, but very little gameplay. One to rent. 

Small Soldiers 

Electronic Arts 

Shoot-’em-up 

#12 

72% 

Woeful interpretation of the film which wastes the licence completely. 

The best tennis game on the PlayStation is long-deleted and very hard to find. Shame. 

Smash Court Tennis 

Sony CEE 

Sports Sim 

#16 RU 

93% 

Snow Racer *98 

Ocean 

Sports Sim 

#3 

90% 

Skiing and snowboarding simulation. Works well and offers good longevity. 

Soul Blade 

Sony CEE 

Beat-*em-up 

#15 PL 

92% 

King of the weapons-based beat-’em-ups. Great animation and top moves. 

Soviet Strike 

Electronic Arts 

Shoot-*em-up 

#3 PL 

91% 

Spectacular strategic helicopter game - the thinking man’s shoot-’em-up. 

Spawn: The Eternal 

Sony CEE 

Action Adventure 

#5 

59% 

Dodgy 3D action adventure-cum-beat-’em-up - boring as hell. 

Spice World 

Sony CEE 

Puzzle Game 

#7 

75% 

This Isn’t what you want, what you really, really want. Geri’s still there too... 

Spider 

BMG 

Platform Game 

#13 RU 

75% 

Platformer where you control a spider who can cling to the underside of platforms. 

Spot Goes To Hollywood 

Virgin Interactive 

Platform Game 

#13 RU 

24% 

...And we wished he’d stayed there. This game’s crap, basically. 


BONUS GAME OF THE MONTH... 


Game: Asteroids Bonus Game: Classic Asteroids single ship with a standard cannon, asteroids that differed only In size and space 

When Activision updated the 1979 Atari classic Asteroids to the PlayStation, it was ships as the only enemy. It matters not - the gameplay was still there, which is 
inevitable they would include the original, vector graphics version as a bonus probably why peryle are still talking about it 20 years later. ^ xl, ♦ 

game. Where the 90s update featured legions of baddies, differing rocks to blast, access the bonus game by blasting the old-style rock found in the first 

a choice of three ships and weapon-enhancing power-ups, the original offered a sector of the 90s version. It then appears as an option in the menu. 
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Spyro The Dragon 

Sony CEE 

Platform Game 

#11 

90% 

This 3D platformer's an unbelievable technical achievement. Great main character too. 

Star Gladiator 

Capcom 

Beat-’em-up 

#4 RU 

23% 

You can complete this beat-’em-up on the hardest setting using only one move. 

Star Winder 

Mindscape 

Driving Game 

#15 RU 

42% 

Blatant WipEout clone, but nowhere near as good. Redundant. 

Steel Reign 

Sony CEE 

Shoot-’em-up 

#2 

68% 

This tank combat game makes good use of the analogue pad, but is ultimately boring. 

Streak 

GT Interactive 

Sports Sim 

#12 

94% 

Futuristic hoverboarding sim with stunts based on physics rather than button combos. 

Street Fighter Collection 

Virgin Interactive 

Compilation 

#4 

70% 

A retro collection of three Street Fighter offerings, but two are virtually identical... 

Street Fighter Collection 2 

Virgin Interactive 

Beat-’em-up 

#16 

60% 

Retro fever in full effect, but what’s the point with better 2D fighters around? 

Street Fighter Ex+Alpha 

Capcom 

Beat-’em-up 

#4 RU 

89% 

The first 3D Street Fighter game, but the action is largely 2D with a 3D camera. 

Street Fighter: The Movie 

Acclaim 

Beat-’em-up 

#4 RU 

21% 

Terrible beat-’em-up which features graphics digitised from the film. 

Street Fighter Zero 3 

Capcom 

Beat-'em-up 

#14IM 

92% 

Unoriginal but brilliant 2D fighter with some neat touches. 

Street Racer 

UBI Soft 

Driving Game 

#15 RU 

42% 

Cartoon kart racer with four-player mode and weird, wacky weapons. 

Street Skater 

Electronic Arts 

Sports Sim 

#15 

54% 

Dodgy physics make this game an insult to the sport of skateboarding. 

Strike Point: Hex Missions 

Elite Software 

Flight Sim 

#9RU 

50% 

Flawed helicopter sim. Both perspectives both cause the chopper to obscure your view. 

Suikoden 

Konami 

RPG 

#11 RU 

88% 

RPG with 108 characters and a home base which grows as you go. 

Super Pang Collection 

Ocean 

Compilation 

#4 

82% 

Essentially three versions of the same game, but it’s a very good game... 

Super Puzzle Fighter II Turt>o Virgin Interactive 

Beat-*em-up 

#8 RU 

92% 

Puzzle game with the Street Fighter characters added for cosmetic appeal. 

Supersonic Racers 

Mindscape 

Driving Game 

#15 RU 

46% 

Micro Machines V3 clone, but nowhere near as good. 

Swing 

Software 2000 

Puzzle Game 

#16 

45% 

This weak puzzler’s too complicated for its own good - for anoraks only. 

Tactics Ogre 

Atlus Software 

RPG 

#8IM 

78% 

An RPG/wargame hybrid in the Final Fantasy Tactics mould. Samey after a while. 

T’ai Fu 

Activision 

Beat-’em-up 

#16 

88% 

This exploration-based fighter is full of fresh ideas and great cartoony graphics. 

Tank Racer 

Grolier Interactive 

Driving Game 

#16 

70% 

They don’t handle much like tanks, but so what? It’s great apres-pub fun. 

Tekken 2 

Sony CEE 

Beat-'em-up 

#4 

94% 

Second only to its sequel in the beat-*em-up stakes, this one’s a cut-price killer. 

Tekken 3 

Sony CEE 

Beat-*em-up 

#10 

93% 

The king of all beat-’em-ups. A little sluggish compared to the Jap version, though. 

Tempest X3 

Atari 

Shoot-’em-up 

#5 RU 

57% 

Boring retro update. For die-hard Tempest fans only. 

Tenchu: Stealth Assassins Activision 

Action Adventure 

#10 

93% 

3D action game which demands stealth and cunning rather than speed and brawn. 

Tennis Arena 

Ubi Soft 

Sports Sim 

#16 RU 

77% 

A very accurate tennis sim, but not as technically perfect as Sampras or Smash Court. 

Test Drive 4x4 

Electronic Arts 

Beat-’em-up 

#11 

82% 

Off-road version of Test Drive. Works reasonably well without being outstanding. 

Test Drive 5 

Electronic Arts 

Beat-’em-up 

#12 

80% 

Fun racing game, but let down by one or two minor niggles. 

Tetris Plus 

Jaleco 

Puzzle Game 

#8 RU 

70% 

It’s Tetris; guide those falling blocks and fit them together. Classic puzzler. 

Theme Hospital 

Electronic Arts 

Strategy Sim 

#3 

82% 

Build and run a hospital? Sounds boring, but it’s actually very rewarding. 

Three Lions 

Take 2 

Sports Sim 

#6 

85% 

Weird team set-up system, but delivers a good game of football. 

Tiger Woods 99 

Electronic Arts 

Sports Sim 

#13 

89% 

The golf sim’s finest hour. The motion capture has to be seen to be believed. 

Time Crisis 

Sony CEE 

Light Gun 

#11 PL 

89% 

One of the most exciting light gun games ever. Almost arcade perfect too... 

Tobal No. 1 

Squaresoft 

Beat-’em-up 

#4 RU 

85% 

Dreadful one-on-one fighter saved by an excellent Quest Mode. 

TOCA 

Codemasters 

Driving Game 

#1 

93% 

A great simulation-style racer. The driving physics are incredible. 

TOCA 2: Touring Cars 

Codemasters 

Driving Game 

#12 

89% 

More of the same - another brilliant touring car racer. 

Tokyo Highway Battle 

THQ 

Driving Game 

#15 RU 

68% 

Not a bad racer, but the controls are twitchy and early cars drive poorly. 

Tombi 

Sony CEE 

Arcade Adventure 

#8 

55% 

Interesting arcade adventure but spoiled by dated presentation and awkward gameplay. 

Tomb Raider 

Eidos 

Action Adventure 

#4 

96% 

The 3D action adventure that launched a legend - Lara Croft. 

Tomb Raider II 

Eidos 

Action Adventure 

#16 PL 

95% 

Outstanding as a full pricer, but as a Platinum game it shouldn’t be missed. 

Tomb Raider III 

Eidos 

Action Adventure 

#12 

96% 

By investing a little time and effort into the design. Core have come up with a top game. 

Tommi Makinen Rally 

Europress Software 

Driving Game 

#7 

41% 

Disastrous rally game that drives like a brick. Technically inept and devoid of gameplay. 

Top Gun: Fire At Will 

Microprose 

Flight Sim 

#9 RU 

59% 

This flight sim suffers due to its complete disregard of inertia. 

Total Drivin’ 

Infograrnes 

Driving Game 

#14 PL 

87% 

Top driver with five styles of car and some great hidden elements to find. 

Total NBA ‘98 

Sony CEE 

Sports Sim 

#6 

85% 

It’s yet another basketball sim. No more, no less. 

Trap Runner 

Atlus 

Action Adventure 

#16 

70% 

Spy vs Spy-style action. Set traps for your hapless foe, and avoid his own efforts. 

Treasures of the Deep 

Sony CEE 

Action Adventure 

#6 

90% 

Underwater espionage at its finest. Unbelievable visuals and tactical gameplay. 

Tunnel B1 

Ocean 

3D Shoot-’em-up 

#7RU 

68% 

A driving mech game? Whatever it is, it doesn’t really excite. 

Twisted Metal 

Sony CEE 

Driving Game 

#15 RU 

75% 

Drive and fight in this car combat game. Dated, but fun. 

Twisted Metal 2 

Sony CEE 

Driving Game 

#15 RU 

88% 

AKA Twisted Metal: World Tour. More of the same, but better executed. 

Unholy War 

Eidos 

Wargame 

#10 

69% 

Wargame/beat-’em-up hybrid? Too much compromise to really work well. 

V2000 

Grolier Interactive 

Strategy Blaster 

#11 

80% 

This strategic blaster takes some getting used to, but it’s rewarding in the extreme. 

Vandal Hearts 

Konami 

RPG 

#11 RU 

82% 

Battle-based RPG with incredible depth, but only 16-blt quality graphics. 

V-Ball 

Infograrnes 

Sports Sim 

#16 RU 

58% 

Beach volleyball - honest. It works OK, but there isn’t enough to it. 

Versailles 

Cryo Interactive 

Adventure 

#9 

59% 

Reasonable edutainment adventure, but puzzles too obscure and info too intrusive. 

Victory Boxing 2 

JVC 

Sports Sim 

#10 

85% 

More of a sports sim than a beat-’em-up, this boxing game packs a heavy punch. 

Viewpoint 

Electronic Arts 

Shoot-’em-up 

#5RU 

55% 

Diagonally-scrolling blaster in the Zaxxon mould. Boring sprites fail to excite. 

Vigilante 8 

Activision 

Driving Game 

#6 

92% 

Car combat in the 1970s. Great fun, especially in two-player mode. 

Viper 

Ocean 

Shoot-’em-up 

#7 

61% 

Dire shoot-’em-up with ridiculously dark graphics and a main sprite that blocks your view. 

Virtual Golf 

Core Design 

Sports Sim 

#16 RU 

75% 

Playable arcade golf outing, but not a simulation by any means. 

Viva Football 

Virgin Interactive 

Sports Sim 

#14 

89% 

A cool game of footie with great ideas, but not without its flaws. 

V-Rally 

Infograrnes 

Driving Game 

#8 PL 

89% 

Not a realistic simulation, but this arcade rally driver has stood the test of time. 

VR Baseball ‘99 

Interplay 

Sports Sim 

#12 

45% 

Average baseball sim with no real strengths or weaknesses - just so-so. 

VR Powerboat Racing 

Sony CEE 

Driving Game 

#15 RU 

67% 

Bog-standard driver on water, but looks a treat. Not bad, not great. 

Vs 

THQ 

Beat-’em-up 

#6 

61% 

Awful beat-’em-up you can complete by using the same move over and again. 

WarGames 

Electronic Arts 

Action/Strategy 

#8 

93% 

Control multiple units in this great arcade/strategy hybrid. A ’must’ for Strike fans. 

War Gods 

Midway 

Beat-’em-up 

#4RU 

55% 

Great 3D perspective, but very limited gameplay. 

Warhawk 

Sony CEE 

Flight Sim 

#9RU 

39% 

The PSX’s first flight sim. Well presented, but severely lacking in gameplay. 

Wayne Gretsky’s 3D Hockey ‘98 Sony CEE 

Sports Sim 

#5 

55% 

Competent but workmanlike - nothing disastrous, but lacking in sparkle. 

WCW Nitro 

THQ 

Beat-’em-up 

#6 

55% 

Wrestling game with huge roster of bone-benders but shoddy execution. 

WCW/NWO Thunder 

THQ 

Beat-’em-up 

#15 

34% 

Shoddy wrestling sim that’s too slow and too boring. Waste of a licence. 

Wild 9 

Interplay 

Platform Game 

#9 

92% 

A platform offering with some really neat ideas. Gruesome ways of killing your foes. 

Wild ARMS 

Sony CEE 

RPG 

#13 

80% 

Starts slowly, but unfolds into a compelling RPG. Not bad at all. 

Wing Commander III 

Electronic Arts 

Shoot-’em-up 

#9RU 

65% 

Interesting cinematic experience, but too many cut scenes and too little game. 

Wing Commander IV 

Electronic Arts 

Shoot-’em-up 

#9RU 

76% 

More of the same, but the in-game graphics are more sophisticated. 

WipEout 

Psygnosis 

Driving Game 

#15 RU 

92% 

Hi-speed future racing thrills. Superb, if unusual, driving physics. 

WipEout 2097 

Psygnosis 

Driving Game 

#3 PL 

95% 

Is this the fastest racer ever? Futuristic vehicles offer unusual driving physics too. 

World Cup 98 

Electronic Arts 

Sports Sim 

#7 

90% 

The official World Cup license comes up with the goods in this great soccer sim. 

World League Basketball 

Mindscape 

Sports Sim 

#2 

60% 

This simulation-style sports game looks good but plays relatively poorly. 

World League Soccer 

Eidos 

Sports Sim 

#10 RU 

70% 

Average football game let down by dodgy power meter. 

World League Soccer 98 

Eidos 

Sports Sim 

#6 

94% 

Bad commentary, but a superb game of soccer. Hard to score, though. 

Worms 

Ocean 

Strategy Game 

#8RU 

95% 

Fiendishly addictive strategy puzzler, and one of the best multiplayer games around. 

Wreckin’ Crew 

Telstar 

Driving Game 

#7 

58% 

Poor combat racing game with lousy driving physics and awkward gameplay. 

WWFWarzone 

Acclaim 

Beat-’em-up 

#9 

79% 

Well executed, but lacking in depth. Captures the spirit of the sport really well. 

X2 

Team 17 

Shoot-’em-up 

#5 RU 

81% 

2D blaster from the old school, but with spectacular graphics and sound. 

Xenocracy 

Grolier interactive 

Shoot-*em-up 

#5 

90% 

Poor compared to Colony Wars, but fun for strategic blasting fans. 

X Games Pro Boarder 

Sony CEE 

Sports Sim 

#13 

75% 

What’s there’s great, but this snowboarding sim is just too darned small. 

X-Men Vs Street Fighter 

Virgin Interactive 

Beat-’em-up 

#10 

83% 

Yet another Street Fighter game - it’s good, but the cash cow’s running low on milk. 

Zero Divide 

Ocean 

Beat-’em-up 

#4 RU 

59% 

Nothing disastrous about this beat-’em-up-with-robots, but there’s no sparkle either. 

Zero Divide 2 

Sony CEE 

Beat-’em-up 

#12 

52% 

See above - this one’s just more of the same. And it’s still no good. 
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PlayStation Games From £6.99 


I Deduct £2 extra discount off the price of 
any game if you buy another game or any 
accessory or peripheral at the same time. 
Claim your extra discount when you order 
by post, FAX or phone, quoting 

EXTREME PLAYSTATION 


FANTASY FORMULA 1 99 - £5000 IN PRIZES @ F1FANTASY.COM 


CREDIT CARD 

START DATE_ 

CARD-HOLDER 
SIGNATURE_ 


CARD 
_ ISSUER_ 


New Members - please tick this box if you do 
not wish to receive mail from other companies 


The credit card given must be registered in your name at the delivery address 
Overseas orders (small items only) must be paid by credit card. Overseas carriage £2.00 per item 

Free immediate cheque clearance 

Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 


‘Please tick your choice of gift when you join for a 
year (£6.99) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


less ( 

Official UK PlayStation complete with Sony Dual 
Shock Analogue Controller, RF lead and Playable 


Demo CD. 


PlayStation Fire Pack 105.99 less £10‘ 

Playstation, Sony Dual Shock Controller, RF Lead, 

Demo CD, extra Controller and Memory Card . 

*Deduct £10 off our price of any one other 
product bought at the same time as a 
PlayStation. Compare this deal for example: 
PlayStation Fire Pack + Metal Gear Solid £128.48 SAVE £31 


NUGEN DUAL SHOCK 
ANALOGUE CONTROLLER 
Digital switch with LED display 
Black 14.99 Grey 14.99 

Blue 14.99 Red 14.99 


GAME STATION STORAGE UNIT 
FOR PLAYSTATION ...17.99 
Neat and compact storage for 
PlayStation and controllers. 
Includes a game CD rack with 
storage of up to 16 single or 8 
double CD’s 


0I279 2I 2I 


Special Reserve 


Or fax your order on 01279 322 322 and we’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

CREDIT card orders MUST STRICTLY BE PLACED BY THE CARD-HOLDER GIVING THEIR ADDRESS 
(BLOCK CAPITALS PLEASE) 

Name, Address & Post Code_ 


Join The Club t 

£6.99 gets you 10 Magazines^ 4000 Cheats, FREE Competitions and a FREE GIFT'.^ 
Market Leaders. Established 11 Years. Great Web Site. Mail Order plus 
Six Amazing Shops. Brilliant Club Magazine. Huge Discounts. Massive Range. 

Officially Approved. Genuine UK products only. Trial Membership for just 60p. 0% PAY LATER (subject to status). 


PlayStation Controllers 


ASSASSIN AUTOMATIC 
LIGHT GUN AND PEDAL . . .30.99 

Full kick back action from one 
piece sliding top. Auto re-loadallows 

infinite round capacity 


OFFICIAL G-CON 45 LIGHT 
GUN FOR PLAYSTATION ...26.99 


OFFICIAL DUAL SHOCK 
ANALOGUE CONTROLLERS 

Dual analogue & force feedback. 
Five colours to choose from 

Black ...18.99 Green ...18.99 
Blue 18.99 Grey ...18.99 




NUGEN MEMORY COMPRESSOR .13.99 

Revolutionary new peripheral that enables you to use any 
of your existing 1 MB memory cards and save 4 times the 
usual amount of memory on each of them. It can store up 
to 120 blocks of information on one 1MB memory card. 

LED display telling you which page you are on 


ACTION REPLAY 2 PRO CHEAT CARTRIDGE 33.99 

Pre-loaded with hundreds of the hottest cheat codes. Fully 
programmable memory to add and store cheat codes. Also 
contains a powerful new feature - Code Generator, which 
allows you to find and create your very own cheats 


EQUALIZER CHEAT CODE CARTRIDGE .19.99 

Contains thousands of pre-programmed cheat codes. 
Choose from infinite lives or health, extra vehicles or 
weapons - Equalizer has the power to blow games apart 


N64' Compart TImm OmIo! 

Nintendo 64 plus Goldeneye or Super Mario 64 .99.99 Less £10* 

Nintendo 64 Fire Pack with Extra 3D Controller 

& 1 MB Memory Card plus Goldeneye or Super Mario 64 .107.99 Less £10* 

*Deduct £10 off our price of any one other product bought at the same 
time as a N64 or PlayStation. Compare this deal for example: 

N64, Iwo Controllers, 1 MB Card, Super Mario 64&Zelda .137.98 sav e £44 


FREE HARD CASE STORAGE 
RACK FOR PLAYSTATION 

Software storage rack and carrry 
I case for up to 6 PlayStation games 
I OR FREE 1 MB MEMORY 
I CARD FOR PLAYSTATION 
I OR TWO FREE COMPETITION PRO 
CONTROLLERS FOR PLAYSTATION 
8 independent fire buttons with precise 8 
I way directional control. Colours may vary 
I OR FREE CASIO DC2000 
PERSONAL ORGANISER 
2 line display, telephone directory, memi 
i function, calculator and to do list 


l|-1 OR FREE N64 CONTROLLER 

Analogue and digital control, 6 action 
I buttons, 2 shoulder buttons. Colour and 

-1 design may vary 

□ OR FREE PAIR OF 1 MB 

MEMORY CARDS FOR N64 

11-1 OR TWO FREE COMPETITION 

I PRO CONTROLLERS FOR PC 

1 1 _I 4 fire buttons, turbofire & 8 way switch 

□ OR FREE RUMBLE PACK FOR 
NINTENDO 64 

|| I OR FREE CD WALLET 

_|_I 24 capacity. Stores CDs neatly and safely 

l| I OR FREE PREMIER FOOTBALL 

I Full size 82 panel stitched PVC coated football. 

I-1 Includes pump adaptor 

I PLUS BONUS GIFT 

TO EVERY NEW MEMBER 

■ BIG BOOK OF 4000 CHE A TS 

I BEST FREE ON-LINE GUIDE 

letters subject to stock availability. Overseas members add £2 postage 


MAD KATZ DUAL SHOCK 
STEERING WHEEL 
& PEDALS . . .42.99 
3 levels of steering 
sensitivity, digital keypad, 
stick shift control and dual 

shock compatible. (ANL) 

GAMESTER 

STEERING WHEEL .23.99 

Fully functional steering wheel with 3 
levels of steering sensitivity, digital 
keypad and stick shift control 


PlayStation Extras 

OFFICIAL SONY 1 MB MEMORY CARD 9.99 

1 MB MEMORY CARD (15 slots) .7.99 

4 MB MEMORY CARD (60 slots) .9.99 

8 MB MEMORY CARD (120 slots) ...11.99 
24 MB MEMORY CARD (360 slots) ...19.99 
LINK CABLE connects two PlayStations ...7.99 


PlayStation Games 

4 PLAYSTATION MEGA CHARITY PACK 

Actua Soccer - Club Ed, Independence Day, 


Firestorm: Thunderhawk 2 & Overboard 32.99 

A BUGS LIFE .30.99 

ACTUA GOLF 2 92% .17.99 

ACTUA GOLF 3 90% .25.99 

ACTUA SOCCER 2 95% (ANL) .17.99 

ACTUA SOCCER 3 (ANL) .25.99 

ACTUA SOCCER CLUB EDITION.6,99 

ACTUA TENNIS .29.99 

AKUJI .35.99 

ALIEN TRILOGY 94% 18.99 

ALUNDRA 90% 28.99 

APOCALYPSE 90% .18.99 

ASTERIX .31.99 

ASTEROIDS .18.99 

BIG RACE USA - PRO PINBALL .27.99 

BRIAN LARA CRICKET .35.99 

BROKEN SWORD 2 82% .29.99 

BUSHIDO BLADE (RATED 18) 94% 29.99 

BUST A GROOVE.29.99 

BUST A MOVE 2 90% 18.99 

BUST A MOVE 3 86% 25.99 

CIVILIZATION 2 33.99 

COLIN McRAE RALLY 96% 34.99 

COLONY WARS 2: VENGEANCE 92% 19.99 

COMMAND & CONQUER 90% 18.99 

COMM & CONQ - RETALIATION 94%32.99 
COMMAND & CONQUER - RETALIATION 

WITH MOUSE & MAT 94% 39.99 

CONSTRUCTOR 88% 18.99 

COOL BOARDERS 3.29.99 

CRASH BANDICOOT 94% 18.99 

CRASH BANDICOOT 2 94% (ANL) ...18.99 

CRASH BANDICOOT 3 .34.99 

CROC 90% (ANL) .18.99 

DESTRUCTION DERBY 2 91% .18.99 

DIE HARD TRILOGY 93% .18.99 

DIE HARD TRILOGY 

WITH LIGHT GUN 93% .25.49 

DISNEY’S HERCULES 81% .19.99 

DOOM 93% .19.99 

DRIVER .33.99 

DUKE NUKEM - TIME TO KILL 93% 32.99 

EVERYBODY’S GOLF 90% 29.99 

FA SOCCER MANAGER .33.99 

FIFA 99 32.99 

FINAL FANTASY 7 98%.36.99 

FORMULA 1 97 (ANL) 93% 24.99 

FORMULA 1 98 90% (ANL) .35.99 

FROGGER .18.99 

FUTURE COP-LAPD 2100 89% ...26.99 

GEX 3D - ENTER THE GECKO 95% 17.99 

GOLF PRO .28.99 

GRANTURISM0 98%(ANL) .29.99 

GRAN TURISMO WITH DUAL SHOCK 
ANALOGUE CONTROLLER 98% .. .39.99 

GRAND THEFT AUTO DATA CD ...17.99 

GRAND THEFT AUTO (18) 95% .14.99 

HEART OF DARKNESS 88% .24.99 

HUGO .28.99 

INDEPENDENCE DAY .11.99 

INT'L SUPERSTAR SOCCER 98 94% 26.99 

INT'L TRACK AND FIELD 90% 18.99 

JEREMY MCGRATH’S 

SUPERCROSS'98 18.99 

JONAH LOMU RUGBY 84% .22.99 

JURASSIC PARK - LOST WORLD ...19.99 

KNOCKOUT KINGS .32.99 

LEGACY OF KAIN 2 - SOUL REAVER 36.99 

LEMMINGS .18.99 

MAXPOWER RACING (03 RACING) 30.99 

MEDIEVIL .34.99 

MEN IN BLACK 91% 21.99 

METAL GEAR SOLID .31.99 

METAL GEAR SOLID “LIMITED 

EDITION** PREMIUM PACK .47.99 

MICHAEL OWEN'S LEAGUE SOCCER 31.99 

MICRO MACHINES 3 94% . 18.99 

MONOPOLY .30.99 


MORTAL KOMBAT 4.24.99 

MOTORACER2 .34.99 

MOTORHEAD91% .18.99 

MUSIC - High quality music sampler 28.99 

NASCAR 99 .33.99 

NBA LIVE 98 91% .18.99 

NEED FOR SPEED 3 81% .19.99 

NEED FOR SPEED 4 33.99 

NHL FACE OFF 99 30.99 

ODDWORLDS: ABE’S ODDYSEE 94% 18.99 
ODDWORLD 2: ABE’S EXODUS 93% 26.99 

OVERBOARD 88% 14.99 

POINT BLANK 92% .29.99 

POOL SHARK .31.99 

POPULOUS-THE BEGINNING .33.99 

PREMIER MANAGER 98 92% 19.99 

PREMIER MANAGER 98 

WITH MOUSE & MAT 92% 26.99 

PREMIER MANAGER 99 30.99 

PRO 18 WORLD TOUR GOLF .35.99 

QUAKE 2 RR12/98 33.99 

R-TYPES .24.99 


R4 - RIDGE RACER TYPE 4 96% 

Includes hi-res version of Ridge Racer 38.99 
R4 - RIDGE RACER TYPE 4 96% 

AND JOGCON CONTROLLER 
Includes hi-res version of Ridge Racer 49.99 


RAYMAN87% .18.99 

RESIDENT EVIL 94% 18.99 

RESIDENT EVIL - DIRECTORS CUT 28.99 
RESIDENT EVIL 2 (RATED 18) 97% 29.99 

RIVAL SCHOOLS .31.99 

ROLLCAGE94% .35.99 

Rl If^RATQ 9Q QQ 

SENSIBLE SOCCER CLUB EDITION 19.99 

SILENT HILL .32.99 

SMALL SOLDIERS .29.99 

SOUL BLADE (SOUL EDGE) 94% ...19.99 

SOVIET STRIKE 82% 18.99 

SPORTS CAR GT .33.99 

SPYRO THE DRAGON .29.99 

STREET SKATER .33.99 

TEKKEN 2 95% 18.99 

TEKKEN 3 96% 35.99 

TENCHU STEALTH ASSASINS 92% 19.99 

TEST DRIVE 5 .26.99 

THEME HOSPITAL 84% 23.99 

THEME PARK 85% 18.99 

THUNDERHAWK 2 - FIRESTORM 89%7.99 

TIGER WOODS 99 32.99 

TIME CRISIS 93%.18.99 

TIME CRISIS + SCORPION LIGHT 
GUN & GUNCOM ADAPTOR 93% ...29.99 

TOCA 2 - TOURING CARS 93% .27.99 

TOCA 2 - TOURING CARS WITH DUAL SHOCK 

ANALOGUE CONTROLLER 93% 38.99 

TOCA TOURING CARS 92% (ANL) ...18.99 

TOMB RAIDER 95% .18.99 

TOMB RAIDER 2 98%.18.99 

TOMB RAIDER 3 93% 29.99 

UEFA CHAMPIONS LEAGUE 91% ...32.99 

VIGILANTE 8 90% 24.99 

VIVA FOOTBALL .31.99 

WARGAMES 90%.19.99 

WARHAMMER : DARK OMEN 83% ...20.99 

WARZONE2100 .36.99 

WOW VS NWO THUNDER.32.99 

WILD ARMS .28.99 

WIPEOUT 2097 93% .18.99 

WORMS 92% 18.99 

WWF ATTITUDE .29.99 

WWF WARZONE 90% .27.99 

X - MEN : CHILDREN OF ATOM 90% 19.99 
X-MEN VS STREETFIGHTER .29.99 

N64 Top Games 

Nintendo 64 games from £12.99 

FIFA 99 33.99 

LEGEND OF ZELDA 98% .39.99 

SOUTH PARK 92% 40.99 

STAR WARS: ROGUE SQUADRON 36.99 
TUROK2-SEEDSOFEVIL .31.99 


GUNCOM ADAPTOR FOR PLAYSTATION 8.99 

RF LEAD FOR PLAYSTATION .9.99 

SCART LEAD RGB/SuperAV to scart TV .. .8.99 


OFFICIAL CD CARRY CASE FOR PLAYSTATION 

Carry case that holds up to 20 CDs .9.99 

OFFICIAL CONSOLE CARRY CASE .14.99 


SONY MULTI-TAP Allows 4 controllers to 
connected to one port .19.99 


Metal Gear Solid 
‘‘Limited Edition** 

Metal Gear Solid game, music CD, T- 
shirt, Movie style poster, postcards, 
memory card stickers & dog tags 

£47.99 


CURRENT MEMBERS PLEASE ENTER 

Phone No_Machine _ membership no or post code 


£6.99 Annual Membership includes 10 Magazines, Free _ 

Competitions, 4000 Cheats AND tick a FREE GIFT below if you buy any item as you join. 

We only supply members. There is no obligation to buy anything and you can join at any age. 


Please enter Annual Fee £6.99 (UK), £9.99 (EC) or £12.99 (World) 
OR Trial Membership Fee 60p (One magazine. One order. No gift) 


item 


i^em Deduct any 


£2 Discounts 

item as described 


above* 

Item 


item 


ALL PRICES INCLUDE UK MAINLAND POSTAGE & VAT o 

Cheaue/P.O./Mastercard/Creditcharae/SwitchA/isa ^ 




Special Reserve Big 
Club Discount Shops 

All our shops have PC Upgrade & Repair Facilities. 

£12 to Fit or £30 to Fix or Configure. Prices listed here are 
for mail order but you can buy in store for just a few quid 
more. We'll beat any locally advertised price by a full £2. 

It’s easy to park 




MAXX4Dce400 

Intel Celeron 400 Mhz 
8.6 GB U-DMA Drive 
6xDVD & 32xCD ROM - 
64 MB SDRAM DIMM 
Sound Blaster Live! 512 4D 

16 MB Voodoo II Bar 
56k High Speed V90 
15” Adi Hi-Res Monitor with 3-Year Warranty 
200 Watt Quad Sub Woofer & Moves-around Sound 
Unreal 4D, Incoming 4D, Blade Runner DVD & 20 Demo’s 
MS Works 4, 3D Movie Maker, MS Golf 3 & Soft DVD 
10% DOWN, PAY IN 12 MONTHS, 0% APR 

t85l.06.vH(t999.99! 


(iKTOI«ISE YOUR wax FROM A WlDf 11^ 


OX 


Pay in 12 Months! 

on any purchases totalling over 

£200 

10% deposit, no more to pay for 12 months 
and no interest, subject to status. You can 
buy anything from our catalogue or 
shops this way, providing your total 
purchase is over £200. 0% APR if the 
balance is paid in full after 
12 months or 29.8% 

APR extended loan. 

See Club Mag for details. 


UKGAMES.COM 


Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 08/04/99 Errors & Ommisions Excluded. Inter-Mediates Ltd, T/A Special Reserve. The Maltings. Sawbridgeworth. Herts CM21 9PG. 


209/213 St Mary’s Lane, UPMINSTER, ESSEX. 

2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. 01708 225544 


43 Broomfield Road, CHELMSFORD, ESSEX. 
Just around the corner from the 
bus station. 01245 348777 


164 Derby Road, STAPLEFORD, NOTTINGHAM. 
2 miles from junction 25 of the Ml, near Kwik 
Fit and Pizza Hut. 0115 949 1000 


168 High Street, EGHAM, SURREY. 

Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. 01784 473444 


The Maltings, Station Road, 
SAWBRIDGEWORTH, HERTS. 

Not far from the Ml 1, over the road 
from the train station. 01279 322 399 


351 Gloucester Road (A38), BRISTOL. 

1 'F miles from the City Centre and just 
up from Somerfield. 0117 924 5000 
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1999 Milia D'Or Gold award for Best Strategy game 


yT: 1 

© 1999 Electronic Arts. Populous, Bullfrog and the Bullfrog logo are trademarks or registered trademarks of Electronic Arts in the U.S. and/or other countries. All rights reserved Bullfrog is an Electronic Arts'" company PlayStation and are registered trademarks of Sony Computer Entertainment Inc. All rights reserved 


















